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Introduction 



Carnes for Grammar Practice is a carefully designed selection of 
over forty games and activities for intensive and interactive 
grammar practice with basic to advanced learners of English. 
Because it follows closely the grammar syllabus of most EFL/ESL 
courses, it is a most useful complement to many course and 
grammar books in use today. 

THE IDEAS BEHIND THE ACTIVITIES 

Cooperative learning You will probably notice that, in most 
games, knowing the language is not the main factor that leads to 
winning; actually, luck, strategy and creativity play important roles. 
This has been done on purpose to foster a cooperative rather 
than competitive atmosphere, and to make sure weaker learners 
can also participate and win. Also, in some of the games there is 
no winner at all. 

Teaching, not testing The activities in the book are meant to 
give learners an opportunity to practise and experiment with 
language. For this reason many of them present a lot of input 
while requiring relatively little production in the target structure. 
This encourages learners to concentrate on processing the 
meaning of target structures instead of pressuring them to 
produce such constructions before they are ready to. 

Self and peer correction Our experience tells us that self and 
peer correction are often more effective than teacher correction 
in helping students to take responsibility for their own learning. 
Thus most of the game rules and activity procedures urge the 
participants to monitor their own as well as their peers' language 
production. 

Practice The activities have been designed to make sure that 
learners get plenty of practice in the target structures. 
Personalization There is plenty of room for learners to 
establish rapport with their classmates by sharing their 
experiences, values and beliefs. 

Oral interaction All the activities are interactive to encourage 
learners to attend to meaning and form as they interpret and 
produce language. 


Information gap If exchange of information is one of the basic 
reasons why people communicate in real life, then classroom 
activities should also urge learners to seek and provide information. 
Task-orientation As in real life, learners will be using the 
information obtained from others to accomplish tasks. 

Variety You will find a lot of variety as to context, activity type, 
type of interaction and materials, because novelty helps to 
sustain interest 

Enjoyment Fun and pleasure in learning are probably the 
strongest motivation factors. In our activities, they take the form of 
challenge, humour and acknowledgement of learners' creativity. 

PRACTICAL TIPS 

Re-using the material It is probably best to have the boards 
and cards laminated However, as this may turn out to be quite 
expensive, you may instead photocopy the pages directly onto 
cardboard or paste the photocopies onto sheets of cardboard. As 
for the boards, another inexpensive solution is to keep them 
inside plastic bags. 

Sorting out sets of cards This task will be much easier for you 
and your students if you distinguish the sets by colour. So, either 
photocopy the pages onto coloured sheets or draw straight lines 
right across or down the back of the sheets with coloured felt- 
tipped pens before cutting up the cards. You may also want to 
store them away in coloured envelopes or bags. 

Substituting material In case you do not have enough 
counters, use coloured paper clips instead. They are easy to find 
and inexpensive. 

Preparing for activities Read the instructions carefully and 
make sure you have the necessary material. Either explain or 
demonstrate how the game or activity works. Use LI if necessary, 
especially with beginners. Note that the vocabulary lists provided 
in the instruction sheets reflect what we think might be new to 
students. Always check the boards, cards, or grids for vocabulary 
items, and pre-teach them if necessary. 
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KEY: B = BEGINNER; E = ELEMENTARY; P = PRE-INTERMEDIATE; 1 = INTERMEDIATE; U = UPPER-INTERMEDIATE; A = ADVANCED 

Activity 

Language focus 

Activity type 

Topic 

Level 

Time 

(minutes) 

Page 

UNIT 1 Present 

1.1 Balloon tours 

Present simple of be 

Information pool 

Countries 

B 

10-15 

8 

1 .2 A day at home 

Present continuous 

Board game 

Activities done at home 

E 

10-20 

10 

1 .3 Looking for a flatmate 

Present simple 

Interview 

Habits and routines 

E 

20 

12 

1 .4 Lend a hand 

Present simple 

Problem solving 

Age, occupations 

P 

20 

14 

1 .5 Time and again 

3rd person singular 
Adverbials of frequency 

Betting game 

and hobbies 

Activities and 

E-P 

20-30 

16 




events 




UNIT 2 Past 

2.1 Gotcha! 

Simple past 

Questions and 

Activities and 

E 

10 

20 

2.2 Everyday hazards 

answers 

Simple past/past continuous Story telling 

events 

Funny accidents 

1 

20 

22 

2.3 Sweet memories 

Used to 

Board game 

Growing-up memories 

l-U 

20-30 

24 

UNIT 3 Present perfect and past perfect 

3.1 Around town Present perfect simple Board game 

Recent experiences 

l-U 

20 

26 

3.2 Snooping around 

Present perfect simple 

Truth or dare 

or events 

Life experiences 

l-A 

20-30 

30 

3.3 Before or after? 

Past perfect simple 

Card game 

Causes and 

l-U 

15-20 

35 




consequences 




UNIT 4 Future 

4.1 What on earth . . .? 

Going to 

Board game 

Intended actions 

P-l 

20 

38 

4.2 Make it snappy 

Will 

Card game 

Unplanned decisions 

P-l 

10 

40 


UNIT 5 Mixed tenses 

5.1 Easy rider Mixed tenses Board game Travelling P 15-20 43 
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UNIT 6 Conditional and wish constructions 





6.1 Nothing's perfect! 

First conditional 

Simulation 

Jobs 

1 

20 

47 

6.2 Watch your step! 

Second conditional 

Snakes and ladders 

Unusual behaviour 

1 

20 

50 

6.3 Pick my good deed 

Third conditional 

Board game 

Justifying actions 

U-A 

15-20 

52 

6.4 The wish race 

Wish constructions 

Grid game 

Regrets and complaints 

l-U 

15-20 

55 


UNIT 7 Reported speech 






7.1 Who's got my 

Reported speech 

Card game 

Telephone messages 

1 

15-20 

57 

message? 







UNIT 8 Modals 







8.1 Crazy cans 

Can for ability 

Crazy eights 

Abilities 

E 

10-15 

60 

8.2 Let's go together 

Like v. would like 

Find someone who 

Invitations 

E 

10-20 

62 

8.3 Spinning ideas 

Modals (simple) 

Scattergories 

Constraints and 
possibilities 

P 

15-20 

66 

8.4 Tough luck! 

Modals (perfect) 

Debate 

Speculations 

A 

- 

68 

UNIT 9 Passive and causative 






9.1 Something in 

Simple present and 

Trivia pursuit 

World knowledge 

E-l 

15-20 

71 

common 

past passive 






9.2 Grown-ups! 

Passive + infinitive 

Discussion 

Growing-up experiences 

l-A 

20 

73 

9.3 Round the dock 

Causative with have 

Role-play 

Errands and services 

l-U 

20 

75 

UNIT 10 Questions and auxiliaries 





10.1 Making friends 

Wh-questions with 
present simple 

Find someone who 

Personal information 

B-E 

10-20 

78 

1 0.2 What's my answer? 

Yes/no questions with 
present simple 

Betting game 

Open 

B-E 

15-20 

80 

10.3 All about us 

Wh-questions with 
mixed tenses 

Personal trivia 

Open/personal 

Any 

20-30 

82 

10.4 Unique me 

Auxiliaries too, either, 
so, neither 

Sharing 

Open/personal 

E-l 

10-15 

84 
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UNIT 11 Articles 






11.1 Come one, come all a/an v. some 

Board game 

Food 

B-E 

15-20 

87 

UNIT 12 There and it 






12.1 Pack 'n' go 

There be in present simple Information pool 

Hotels 

E 

10-15 

90 

12.2 Rain or shine 

It as subject 

Tic-tac-toe 

Weather conditions 

1 

10-15 

92 

UNIT 13 Verb forms 






13.1 Verb trap 

To v. -ing 

Grid game 

Open 

1 

15-20 

94 

UNIT 14 Prepositions 






14.1 The preposition 

Prepositions of place 

Tic-tac-toe 

Open 

B 

15 

96 

contest 

and time 






14.2 You and 1 

Adjective + preposition 

Sharing 

Personality and feelings 1 

15-30 

98 

14.3 Preposition checkers Verb + preposition 

Chinese checkers 

Open 

U 

20 

100 

UNIT 15 Comparisons 






15.1 How do they 

Comparative forms of 

Dominoes 

Open 

1 

20 

104 

compare? 

adjectives 






15.2 Three of a kind 

Comparative forms of 

Rummy 

Common nouns 

P 

10-15 

106 


quantifiers 






UNIT 16 Possessives 






16.1 Family album 

Subject pronouns and 

Maze 

Family 

B 

15 

109 


possessive adjectives 






16.2 What a mess! 

Genitive -'s 

Information pool 

Personal belongings 

E 

10 

112 








UNIT 1 Present 


1.1 


( Language focus 

J> 


Present simple of be 



in statements and 



wh-questions 


C 

Level 

3 

Beginner 

C 

Type 

J 

Information pool 

C 

Topic 

J 

Countries 

C 

Interaction 

J 

Pairs 

C 

Time 

J 

10-15 minutes 

C 

Material 

j 


Worksheets A and B 


Balloon tours 


Vocabulary 

Names of countries: 

Wh-questions: 

Prepositions: 

Comments 


France, Spain, Australia, USA, Belgium, Mexico 
where, what 
from, in, at 


This game provides contextualized practice with statements and wh-questions contrasting 3rd person 
singular and plural of be. Students are given a task which they can only accomplish by interacting 
orally with classmates, that is, by requesting and providing information, and then making decisions 
based on the information obtained. 


Language output 

A: Where is/are (name) from? 

B: He/sheAhey is/are from (country). 
A: What hotel is/are he/sheAhey in? 
B: He/sheAhey is/are at (hotel). 


Procedures 

1 Before class, take copies of the worksheet and cut them in half as indicated. In class, give out 
worksheet A to half of the class, and worksheet B to the other half. Pair off students with 
worksheets A and B. 

2 Elicit the questions and answers in Language output using the worksheets. If you like, write a 
skeleton of the dialogue on the board 

3 Set the situation and the task by telling your students the following: You work for Prime Balloon 
Tours. The company has three balloons for tours over the city, and three tour guides: one speaks 
English, one speaks French, and the other speaks Spanish. Your task is to decide firstly which 
tourists should go in which balloon, and secondly how many hotels each guide needs to stop at 
to pick up tourists. Talk to your partners first to get the information you need to do the task. 

4 Doing the activity: 

I Without looking at each other's worksheet, students ask and answer questions and complete 
their respective charts. 

I When they have finished, they answer questions 1 and 2 on their worksheets, together. 

I Check their answers or decisions with the whole class. 



Balloon tours 
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2 How many hotels does each guide need to stop at to pick up tourists? <y> 2 How many hotels does each guide need to stop at to pick up tourists? 








UNIT 1 Present 



A day at home 


( Language focus ) 

Present continuous in 
statements and questions 

( Level ) 

Elementary 

( Type ) 

Board game 

( Topic ) 

Activities done at home 

( Interaction ) 

Pairs 

( Time 

10-20 minutes 

( Material ) 

Board (one per pair), 
counters (four per 
student) 


Vocabulary 

Parts of the house: bathroom, bedroom, backyard, dining room, garden, basement, kitchen, attic, 
living room 

Verbs: referring to activities associated with the various parts of the house 

Comments 

Adapted from Achi, an African game which resembles tic-tac-toe but also incorporates movement, this 
game is designed for intensive practice with the present continuous in wh-questions and statements 
to describe ongoing activities. Because it provides a unified context, learners can integrate grammar 
and vocabulary practice. Winning the game requires language accuracy, creativity and strategic skill. 

Language output 

A: What are you doing in the kitchen/backyard? 

B: I'm doing the dishes/washing the dog. 

Procedures 

1 Pair off students, and give out the material. Note: If you don't have enough counters, cut out the 
black and white squares below the board, and use them instead. 

2 Co over the parts of the house shown on the board, and elicit activities that might be done in each 
part. If you wish, write the vocabulary on the blackboard. Model the target language shown in 
Language output, and demonstrate the game a couple of times. 

3 Playing the game: 

I Objective of the game: align one's counters in a horizontal, vertical or diagonal row of three. 

) The game begins with student B choosing the spot where he or she wants to place a counter. 
Then student A asks an appropriate question, as shown in Language output. If student B 
gives an appropriate and correct answer, he or she may place the counter in the chosen spot 
Otherwise, no counter goes on the board. 

I Players take turns doing this until one of them forms a row of three with his or her counters, or 
until all the counters have been placed on the board. 

I If no one has formed a row of three and all the counters have been placed on the board, 
players can once more attempt to form such a row by moving their counters along the lines 
into the empty spots, one at a time, and interacting as shown above. Note: They are not 
allowed to repeat an answer that has already been given. 

I The game ends when either one manages to form a horizontal, vertical or diagonal row with his 
or her counters. As this game depends a lot on the players' strategic skills, it may last anything 
from two to five minutes. Let them play several times for further practice. 

Variations 

1 To practise vocabulary related to other activities, replace the parts of the house on the board with 
other places, e.g. bank, school, petrol station, post office, etc. 

2 For practice with the various persons and subject-verb agreement, use the spare counters and 
write on them: Your mother / You / Your sisters/ Your grandpa etc The language output will then 
change to, e.g. What's your mother doing in the kitchen? She's feeding the cats. 



1.2 


A day at home 
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UNIT 1 Present 



Looking for a flatmate 


( Language focus ) 

Present simple in 
statements and questions 

( Level 

Elementary 

( Type ) 

Interview 

( Topic ~") 

Habits and routines 

( Interaction ) 

Pairs 

( Time ) 

20 minutes 

( Material ) 

Worksheet (one per 
student) 


Vocabulary 

Verbs: have, cook, get up, take, go, get back, do 

Nouns: pet, car, hobbies, shower, work, home, dinner, evening, activities, weekend 

Comments 

In this activity, students will have intensive controlled practice with the simple present in statements 
and questions involving the 2nd person singular, plus statements in the 3rd person singular. This is an 
excellent opportunity for elementary students to get to know one another and talk about themselves 
while interacting to accomplish the task proposed. 

Language output 

Phase I A: Do you have a pet? 

B: Yes, I do. I have a turtle. 

A: What time do you get up? 

B: I usually get up at 7:00. 

Phase II T: Who do you prefer as a flatmate? 

St: I prefer (name). 

T: Why? 

St: Because he /she cooks / doesn't have a pet. 


Procedures 

Phase I 

1 Introduce the topic of sharing rooms or flats. Elicit problems that people might have, and what it is 
important to check before choosing a flatmate. 

2 Set the context and the task by telling students: You are looking for a flatmate You are going to 
interview two friends to decide who will be your flatmate. 

3 Hand out the worksheets, and elicit the questions associated with the cues given. Emphasize the 
correct use of the auxiliary do. Encourage students to come up with other questions that are 
important to them and allow them to omit any questions they do not consider important. 

4 Doing the activity: 

I Individually, students complete the first column of the chart with information about themselves. 
I In pairs, students ask and answer questions to complete the second column. 

I Students switch pairs, and repeat this last procedure to fill out the third column. 

I Give students a few minutes to decide who they prefer as a flatmate and why. 

Phase II 

1 With the whole dass, elicit some of your students' choices and reasons. Use this opportunity to 
introduce the 3rd person singular -s ending in statements. 

2 Have students report their choices and reasons to the class. 


1.3 


Looking for a flatmate 


Facts 





Daily routine 

get U P 

take a shower c /^jjlj\ 
go to work 
get back home 
have dinner 


evening activities 
weekend activities 


You Student A Student B 
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UNIT 1 Present 


1.4 Lend a hand 


( Language focus ) 

Present simple 3rd person 
singular in statements and 
questions 

( Level ) 

Pre- intermediate 

C Type ) 

Problem solving 

( Topic ~^ ) 

Age, occupations and 
hobbies 

( Interaction ) 

Pairs 

( Time ) 

20 minutes 

( Material ) 

Worksheets A and B 


Vocabulary 

Professions: reporter, cook, farmer, teacher 

Activities: cook the meals, wash the dishes, clean the bathrooms, take care of the little kids, entertain 
the teenagers, give swimming lessons, look after the horses, take care of the garden 
Hobbies: (go) swimming, (do) gardening, (go) horseback riding, (do) handicraft 

Comments 

This contextualized and task-oriented information gap activity asks learners to collect information and 
make decisions while providing them with an opportunity to practise asking and answering questions 
involving the present simple 3rd person singular. It can also be used to introduce or review 
collocations such as go swimming, and some phrasal verbs, e.g. look after. 

Language output 

A: How old is Sharon Miles? 

B: She's 28. 

A: What does she do? 

B: She's a reporter. 

A: Where does she work? 

B: She works at/for MTV. 

A: What does she do in her free time? 

B: She goes swimming. 

Procedures 

Phase I 

1 Before class, take copies of the worksheet and cut them in half as indicated. In class, hand out 
worksheet A to half of the class, and worksheet B to the other half. 

2 Set the context and the task by telling the class: You are organizers of a summer camp for 
homeless children. You have a list of volunteers. Your task is to decide what you are going to do 
and what the volunteers are each going to do. 

3 Individually, students read the list of chores and write their names next to the two chores they 
want to do. 

4 Pair off students with worksheets A and B to find out what their partners want to do. Write What do 
you want to do? I want to ... on the board if necessary. In case of conflicting interests, let them 
sort it out with whatever language they can use. 

Phase II 

1 Using the worksheets, elicit the questions and answers in Language output above. 

2 In pairs, students get from their partners the missing information on the volunteers. 

3 Students then decide, in pairs and together, what the best chores are for each volunteer. 

4 If you wish, regroup students so they can report on and discuss their decisions with other peers. 


Lend a hand 
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UNIT 1 Present 



Time and again 


( Language focus ) 

Adverbials of frequency 

( Level ) 

Elementary or 
pre-intermediate 

( Type ) 

Betting game 

( Topic ~~) 

Activities and events 

( Interaction ) 

Groups of three or four 

( Time ) 

20-30 minutes 

( Material ) 

Two sets of cards per 
group 


Vocabulary 

Activities: Any activity students can think of for a given picture, e.g. picture 1 may generate: go 
swimming, swim in the sea/a lake/a river, swim across the English Channel, etc 
Adverbials of frequency: every day, more than once a day, quite often, almost every day, about once 
a week, sometimes, a couple of times a month, once or twice a year, not very often, hardly ever, 
seldom, never 

Comments 

This game gives learners an opportunity to practise asking questions with how often, and answering 
them with adverbials of frequency, while using a lot of vocabulary related to general activities and 
events. It is quite challenging and fun in that players must be able to anticipate their opponents' 
answers in order to lay down their cards and win the game. That means knowing their classmates well 
and being able to use their picture prompts creatively. 

Language output 

A: How often do you do your homework? 

B: I seldom do my homework 

Procedures 

1 Before class, cut out one set of picture cards and one set of frequency cards for each group. 

2 Elicit and model the language in Language output several times to make sure students are able 
to formulate the questions and use the adverbials of frequency. 

3 Divide the class into groups and hand out the material. 

4 Demonstrate being student A, using different adverbials. Show them how they can use the picture 
prompts creatively to generate the adverbials they want, e.g. How often do you go to the beach in 
the summer? About once a week. How often does your grandmother wear a bikini on the beach? 
Never. Note that some of the adverbial cards are quite specific, e.g. once or twice a year, while 
others are underspecified, e.g. often. This will encourage discussion and help learners understand 
that the meaning of some adverbials of frequency may vary according to the activity they refer to, 
e.g. often in / often catch a cold (perhaps several times a year) and / often have a holiday in the 
Bahamas (perhaps once every two years). 

5 Playing the game: 

) Players shuffle the picture cards and place them face down in the middle. Then, they shuffle 
the frequency cards and deal them out evenly. 

I The first player turns up a picture card from the pile and decides (a) which one of his or her 
frequency cards to use, and (b) who the 'How often ...?' question will be directed to. The 
question must involve the picture on the picture card that the player has just picked from the 
pile, and the purpose is to get an answer containing the adverbial on the selected adverbial card. 
I The player then formulates the question. If the respondent uses the adverbial on the selected 
frequency card or some other adverbial that the group accepts as being equivalent, then the 
first player may discard it. Otherwise, he or she keeps the card without showing it to the group. 
I The first player to get rid of all of his or her cards wins the game. 



1.5 


Time and again 
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Time and again 
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1.5 


Time and again 


Frequency cards 


every day 

j 

more than 
once a day 

quite often 

==== . 

almost every day 

r- A 

about once 
a week 

r ^ 

sometimes 

a couple of 
times a month 

r > 

once or twice 
a year 

f \ 

not very often 

hardly ever 

r A 

seldom 

^ ^ 

never 
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UNIT 2 Past 


2.1 

Langua&jo focus 

Simple past of regular and 
irregular verbs 

Level 

Elementary 

Typo 

Questions and answers 

Topic 

Activities and events 

interaction 

Pairs 

Time 

10 minutes 

Material 

Worksheets A and B. dice 
(two per pair) 


Gotcha! 

Vocabulary 

Verbs: meeA hoy, see, arrive, go, c elebrote, eot, do, get op, come, wsit, brash, rend, folk, hove, 
spend, leave, nosh, i vocr, give 

Comments 

The objective o' this game is to give leamefs plenty of wh*quesiions in the simple past as input, plus 
an opporiumiy to practise the simple past of regulai and irregular verbs in statements Even though 
it is qune ccnti oiled, this active/ urges learners to talk about themselves, and to monitor their own 
language as well as the* peers, as they can only score with accurate answers. 

Language output 

A : Where did you spend your bit holiday? 

&; I spent my lost hokdey on my unde's form 

Procedures 

1 Before class. take copies of the worksheet and cut them in half as indicated 

2 Llint ?nd model the language output by asking students several wh-que$tions in the simple past 
and requiring their answers to be correct, especially with iegaid to verb form. 

3 I land out worksheet A to half of ihe class, and worksheet 6 to the other hall. Pair off students 
with worksheets A and B, and give two dice to each pair 

4 Playing the game: 

I The game begins with student 8 casing the dice and adding the numbers rolled. Then 
student A asks the question that corresponds to that total on his or her own worksheet. For 
example, if B rolls the dice and they total 8, student A asks question 8 on his or her 
worksheet, which is: Where did you spend your lost holiday? 

I If student B answers correctly, he or she blasts that question from student As worksheet 
Otherwise, that question remains active and can be asked again at some other turn, depending 
on the dice In other words* because incorrect answers aie rejected rather than corrected 
immediately, players are given an opportunity foi sell-correction at some other point in the 
game. 

I Players take turns doing this The first player to blast all of the opponents' questions wins the 
game. 

Variations 

if you want students to practise formulating the questions rather than just reading them, replace the 
questions on the worksheets with cues 

Note on material 

if you are short of dice, hand out one to each pair and have them roll it twice. 


Gotcha! 


2.1 


Q 

iAepjajsoA 
>|J0M/|00lpS 01 

je^AA noX pip aeMM 

0 

w 

^seunsiJiQjojjiaiootJU 

jnoAoAi6 noApipteq/vt 

0 

vr 

iAepi|OLpse| inoA 

*Aepun$ isei isepieajq 

<jieqjnoAqse//. 

pi/odsnoApipaiaijM 

joj 3M>q noA pip teijM 

isej noA pip uoijm 

i 

sr 

P 

0 

w 

i)H6iu ise| tpuu 

^pua^aaw jse| 

iAepjaisaA qiaai jnoA qsnjq 

W?jnoApipoiw, 

peaj noA pip )phm 

noA pip saum Aueiu //.oh 

0 

0 

P 


is 

Up 
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Where did you meet 

What did you buy 

When did you first 

your best friend? 

last week? 

see the sea? 

m 


iS 

Who did you visit 

How many times did 

Where did you 

last weekend? 

you go to the movies 
last month? 

celebrate your last 
birthday? 

is 

is 

is 

What did you do 
yesterday? 

What time did you 
get up this morning? 

How did you come 
here today? 


iAcpwisaA smog 
o6no/ipipMOH 
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Whet Lime did you arrive 
home la!>t Saturday? 



hat did you eat 
last night? 
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1 1 UNIT 2 Past 

2.2 Everyday hazards 


Language locus 

Simple past and past 
continuous 

l^vel 

Intermediate 

Type 

Story telling 

Topic 

Funny accidents 

Interaction 

Groups of three or four 

Timt. 

20 Briniitns 

Material 

Set of cards 
(one pnr group} 


Vocabulary 

Verbs: hong around, ivaik into, look at, light, nde, foil into, ran over, go too fast, teon over 
Nouns: moped, pothole, traffic officer, bike./ogger, ducks, pond, rail 

Comments 

in this activity learners will be practising the simple past and past continuous as well as some phrasal 
verbs. as they compose story fines with the bits of information given. Unlike many other storytelling 
activities, ihere is no fixed story line in this case Learner, are f fee to link the circumstances and events 
m any logical way they wish m order to create meaning. 

Language output 

Ftc-na was hanging around in the mail last Saturday. She suddenly walked into a huge Christmas tree 
right m the middle of a hofl, knocking down the free and decorations . because she was looking ot 
n wo people fighting and dtdn V see where she was going She quickly picked up the tree, end 
pretended to be the moil's decorator, because she felt everyone was looking ot her 

Procedures 

1 Before dass, cut oui one sei of cards for every group of three or four students 

2 begin to model the language by telling your dass a funny' accident you have had, simiW to the 
one in Language output drawing attention to the simple past and past continuous forms cn your 
story. Then get a couple ol students to tell their stories, and explore the details with questions, 
while encouraging (He use of the correct verb fornix. 

3 Divide the class into groups and hand oui the material. 

4 Doing the activity: 

ft Players shuffle the cards and deal them out evenly. 

I Players take turns laying down their cards, oive at a tune, in the centre of the table to compose 
four story lines. The stories belong to the entire group, that is, everyone may compose duel 
change them. 

F Rules of the game: 

-> Players may only begin a story line if they have a character card to lay down. 

-► They may add cards to any existing stones on ihe table provided that the stories continue to 
make sense 

They may change the sequence of cards w»thm any story line or move cards from one story 
to another in order to accommodate new cards. 

-» The player who wants to lay down a So... The end card will have to invent its corner n, that is, 
the end of the story This may be done ai any time during the game, and other players may 
continue inserting other cards in die middle of the story, but they may not change its ending. 

— » If a player cannot lay down any of his or lier cards, he or she says \ pass. 

> The winner is the first player to get nd of all of his or her cards. 

Follow-up 

Groups choose their favourite sto^y and tell it co the rest of the class. 


2.2 


Everyday hazards 
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UNIT 2 Past 


2.3 Sweet memories 


( Language focus ) 

Used to 

( Level ) 

Intermediate or 
upper-intermediate 


Type ) 

Board game 

Topic ) 

Growing-up memories 


Vocabulary 

Verbs: grow up, fall down, break, fight with, fail, go on a trip, have a date 

Nouns: childhood memory, toy, tree house, pet, (school) subject, complaints, idol, hero, date, curfew, 
school dance 

Comments 

This game provides a lot of input and intensive practice with a wide range of verbs in the simple past 
and habitual past with used to. Because the subject of childhood and teenage memories is so close to 
everyone's heart, the game promotes a lot of conversation and better student rapport. As such, it 
should be reserved for the more communicative end of the lesson and used for fluency building. 


Interaction 


Groups of two to six 


Time 


20-30 minutes 


( Material ) 

Board and dice (one per 
group), counters (one per 
student) 


Language output 

A: Who did you use to fight with when you were a teenager? 

B: I used to fight a lot with my sister. 

A: Why? 

B: Well, because she used to borrow my clothes without asking me first 
A: And who used to win? 

B: She did, because my mother was always on her side. 

Procedures 


1 Prepare questions related to childhood and teenage experiences. Ask one at a time, elicit answers from 
the class, and continue the conversation from there, as shown in Language output Draw students' 
attention to the meaning and use of used to, and contrast it with the simple past if necessary. 

2 Divide the class into groups and hand out the material. 

3 Playing the game: 

I Players place their counters at the starting point (symbol of birth: the stork) on the board 
) They take turns casting the dice and moving along the board accordingly. 

I Whenever a player lands on a square with a question in it, someone in the group asks him 
or her that question, and the player answers. The group should then explore the topic with 
further questions, answers, comments, etc Encourage the appropriate use of the simple past 
and used to. 

I Whenever a player lands on one of the squares containing happy or unhappy events of life, he 
or she must follow the instructions in them. 

I The first player to get to (but not beyond) the finishing point (symbol of graduation: the 
mortarboard) wins the game. 


Variations 

1 If you are teaching teenagers, change the questions so as to suit their young age. 

2 If you want to let your students decide what to talk about and formulate the questions themselves, 
replace the questions on the board with prompts, e.g. CROW UP, SCHOOL, TOYS, GAMES, 
DATING, MOTHER, BROTHERS & SISTERS, etc 

Note on class size 

If students are playing in pairs or groups of three, use coins instead of dice. That way they will move 
either one square (heads) or two squares (tails), and have more opportunities to talk. 
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3.1 

8114 ? 

Present perfect simple 

l evi'l 

Intermediate or 
uppor-intermediate 

Board game 

Recent experiences or 
events 

\nu ito iron 

Groups of two to six 

Time 

20 minutes 

Male J ml 

Board, set of cards, and 
dice [one per group), 
counters (one per student] 


UNIT 3 Present perfect and past perfect 

Around town 

Vocabulary 

Mostly prompted by pictures 

Words and expressions on situation cards: ran oat of, absent-minded, spilled, tough lock, gone 
through o red light, fine 

Comments 

This game has been designed to relate past events with present results, and to piovide much-needed 
practice of the present perfect simple to express such relationships. The activity is fun in that it 
simulates learners' imagination and acknowledges their individual contributions. 

Language output 

/I Whot s hoppened to Bill' 

B He's flat brake/depressed. 

A Why/How come? 

B: Because he has lost oil Ns money in the stock market. 

A: Gee, that's loo bed. Whot's he going to do now? 

B. i don 't know. Never buy stocks ogam, l guess. 

Procedures 

1 Before dass, out out one set of cards for each group. 

2 Write Bill is depressed on the board. Eliot possible causes and write them to the left of the 

‘ sentence, drawing students' attention jo the use of the present perfect simple, e.g. He has lost his 
job/His girlfriend hos left him etc Then elicit plausible future actions that Bill might take. Model 
the target language with several students. 

3 Divide the dass into groups and hand out the material 

4 Playing the game: 

I Players place their counters at START, shuffle the cards and place them face down on the table. 
Theie are two kinds of cards. TT.e picture cards depict preseni results which students must 
mteipret (e.g. Mono is very happy) and think of causes for, using the present ported simple 
(eg. She has been promoted to we-president). The situation cards, on the other hand, 
provide input on the present perfect simple, plus the luck element in the game, for they 
contain situations and instructions that may lead the player back to the beginning of ihe board 
or toss him or her closer to the I IMISH point. 

| The first player casts the dice and moves his or her counter accordingly. H it lands on a shop, 
nothing happens, but if it lands on a house, ;he playei picks a card and turns it face up so 
ever/one can see what is happening inside the house, if i; is a picture card, the peison to if>e left 
of the player begins Titeraction with him or her as shown in Language output. On the other 
hand, if it is a situation card, the player simply reads it aloud and follows the instructions on u. 

I Players take turns proceeding in this way. The fiisl player to gel to (bul not beyond) the FINISH 
point wins the game. 

Note nn group size 

If students are playing in pairs or groups of three, use coins instead of dice. Thai way they will move 
one square (heads) or two squares (tails), and get more practice. 
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Around town 






You’ve run out of petrol. 
How can you be so 
absent-minded? 

Go to the nearest 
petrol station. 


You haven’t eaten 
anything all day. 
Aren’t you hungry? 
Go to the coffee shop 
for a sandwich. 


You have spilled 
coffee all over your 
new jacket. Take it 
to the dry cleaner’s. 


Your sister has just had 
a baby. How about 
getting her some 
flowers? Go to 
the flor i st. 


Tough luck! You’ve 
just missed the bus. 
Go to the taxi stand in 
front of the post office. 


Your cat has fallen ! 

off the roof again. f 

You’d better take it to 
the vet to make sure 
everything is OK. 


Don’t forget you've 
invited friends over for 
dinner. Go to the 
supermarket and get 
something for dessert. 


You have just gone 
through a red light. 
What a shame! 
Go to the bank 
and pay the fine. 


You haven’t talked to 
your mother today. She 
must be worried! There 
is a pay phone just 
outside the chemist. 
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■ UNIT 3 Present perfect and past perfect 

3 . 2 Snooping around 


Vocabulary 

Present perfect simple Words and expressions dangerous sports, oct on stage, fancy' dress party, for/, contest, raffle, ■ 

with ever mugged, moke o sift/ misioke, have a crush on, tea out, get blind drunk , sneak away, jump a queue , 

I j personal od, make c hoo>: call, cheat, search through, belongings, date. naked. Iltn, forge, peep 

. ...... , through, keyhole, bribe, fortune teller. 

Intermediate to advanced . ^ 


Truth or dare 

f.ifc experiences 

interaction 

Groups ol two to six 

Time 

20-30 minutes 

Material 

Hoard, set of cards, dice 
(one per group), counters 
(one per student | 


Comments 

The purpose here is to piovide plenty of input on the present perfect sample ever, to get learners to 
understand how this icose contrasts with (he simple past, and to practise a loi w-iih both. Despite the 
initial controlled prompl. the activity invites learners to share life experiences and is therefore excellent 
for generating conveisauon and building fluency. 

Language output 

A. have >w euer been to o fortune teller? 

Ft; tes. / have. 

A: Why did you go there? 

B: Well, I wanted to know when I would find o girlfriend. 

Procedures 

1 This game includes three sets of cards, marked I to l, containing questions graded from the least 
to the mosi controversial. So, look through them and pick the set or li re cards thai best suit(s) your 
students’ age and culture. Then, cut out one sec of 14 or more cards for each group. 

2 Model the language by asking your class Ho^e ym> ever . . 7 questions and developing 
conversation from there The aim is to point out the use of the present perfect simple versus ihc 
simple past 

3 Divide the class into groups and hand out the material 

4 Playing the game: 

ft Players shuffle the cards, place them face down in the centre of (he board, and distribute then 
counters among ihe four corners. 

| They take turns casting the dice and moving their counters accordingly as indicated by the 
arrows Whenever a player lands on a balloon, he or she wins the right to pick a card end ask 
anyone in the gioup the 'nosy' question on it. plus one other related question to satisfy his or 
her curiosity. 

ft The winner is the first player to gel back to his or her starting corner. Alternatively' you may let 
d iem play for as long as they like or until you think they have had enough practice. 
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UNIT 3 Present perfect and past perfect 



Before or after? 


Language locus 

Past perfect simple 

Level 

Intermediate or 
upper-intermediate 

Type 

Card game 

Topic 

Causes and consequences 


Vocabulary 

Conjunctions: os, s. ; nee, because, so 

Words and expressions: be fired, foil, flat brof.e, frnow yo ur vsey around, faff asleep, oversleep, miss 
dess, overdrawn 

Comments 

This game otters plenty of input contrasting the past perfect simple and the simple past Tlie/e are 
visual clues as tc the relation between these two tenses c.nd the order of events on a time line in 
ceuse-and-effect statements. The activity focuses on both meaning and form, while encouraging 
learners to monitor their pee;s and negotiate group consensus. 


Interaction 

Croups of four or five 

Time 

15-20 minutes 


Language output 

As/s/nce/boccuse / bodn'r slept oil night, l wos very bred. 
I i-vos very bred because t hadn’t slept all night 
I vajs very bred, so f fell asleep. 


Material 

Two sets of cards per 
group 


Procedures 

1 Before class, cut out one set of situation cards and one set cf causes^ nd con sequences cards for 
each group. 

2 Model the language by writing / hod o light wtb my sister lest month on the board Elicit possible 
causes, e.g. She hod bcirowed my bike and scratched rf and list them on the left Elicit possible 
consequences or effects, e.g. I didn’t tolk to her for three doys and hst these on the right Have 
students combine the ideas into compound sentences with the fight conjunctions, paying 
attention to the use of simple past and past perfect simple 

3 Divide (he class into groups and hand out the material. 

4 Playing the game: 

I Players shuffle the situation cards and place them face down on (he table Then, they shuffle 
the causes-and-consequences cards and deal these out evenly. 

) One player turns up a situation card. Whoever is holding a card expressing a plausible cause or 
consequence for that situation may place it, accordingly, lo the left or right of the situation card, 
and connects the ideas with the right conjunction 
I The group then decides whether the connection is plausible or not If it is, the card placed on 
the table is considered discarded: if not. the player must take it back. 

| For any given situation, all players may discard as many cards as they' like, piovided the 
connections are plausible. 

I The fiist playei to get rid of all of his or her cards wins (he game 

Note on language 

You may want to point out to your students that, in spoken language, it is more common to invert the 
clauses when the conjunction because is used, e.g. / wa s very tired becouse f hadn't slept oil night 
but the verb forms and meaning femam unchanged 
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3.3 


Before or after? 


situation cards 


t 



I was 
very tired, 








r 


I was hungry. 



John already 
expected to 
^ be fired. 



was late 
for school 




She failed 
the test. 




I was 

flat broke. 



I couldn't . 

deposit y 

^ the cheques. ^ 



I didn't 

recognize him. 




I didn't 
know my 
way around. 




I couldn't get 
a room in a 
good hotel. 
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Before or after? 
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UNIT 4 Future 


4.1 What on earth ...? 


angtui ye fonts 

Going to 

Level 

Pre-intermediate or 
intermediate 

Type 

Board game 

Topic 

Intended actions 

interaction 

Groups of two to six 

Time 

20 minutes 

Material 

Board and dice (one per 
group), counters (one per 
student] 


Vocabulary 

Nouns hot, opple, /octet, cup, money, shopping hog, books, pat col, aspirin , blackboard, mask, prom, 
potatoes, magnifying glass, suitcase, broom, bucket, pencil, flowers, popcorn, eone/ope, bottle, bog oi 
flour, credit cord 

Comments 

This interactive board game gets learners to associate the expression of intentions with the nghi future 
form: going to. As it requires players to imagine a variety of actions for each one of the objects 
depicted on the board, the game can be very stimulating and humorous. 

Language output 

A: What on earth are you going /o do with that magnifying glass? 

8: I'm going to look for n\y contact lenses 

Procedures 

1 Bring to class pictures of objects that are large enough for the whole class to see. Give one of 
them to a student, step bar.*, and ask What on earth ere you going to do with (net ? Elicit an 
answer from that student and otlter possible or funny answers from the rest of the class. Draw 
students' attention to the use and meaning of going to. Repeat this procedure to make sure 
students can use this form appropriately and understand the idea of the game 

2 Divide ihe class into groups and hand out the material 

3 Playing the game: 

| Players place their counters at START. 

I The first player casts the dice and moves his or her counter accordingly. »f it lands on a square 
with an object in it, the person to his or her left initiates interaction with him or her, as shown in 
Language output, if the counter lands on a square with instructions in it, he or she must 
follow them. 

I Players lake turns proceeding in this way. The first player to get to (but not beyond) the FINISH 
point wins the game. 


Variation 

For intermediate students with good vocabulary and to make (he game more challenge and 
humorous, have them come up with unusual actions for the objects, e.g. 

A: What on earth are you going to do wih that magnifying glass ? 

8: t'm going to start <j camp iue in the gorden. 


4.1 


What on earth ...? 
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UNIT 4 Future 

Make 


it snappy 


ij <: i ’ 4«igu focus 

Wilt 

Level 

Pre-intermediate or 
intermediate 

Type 

Card game 

Topic 


Vocabulary 

Words and expressions' rein hard, flat broke, salary rise, spiffing hoadoche, set up, bred, fregze to 
death, soaking we/, storm, borrow, get a loon, colt tn $irk, order, I've tied iV, change into something 
worm 

Comments 

This activity focuses on ihe use of will for unplanned, spontaneous decisions Although it does not 
really require language production, this gome does provide a lot of useful input, and the quick pace 
actually reinforces this meaning of will here 


Unplanned decisions 
inter action 

Groups of throe or four 

Ttere 

10 minutes 

Material 

Two sets of cards per 
group 


Language output 

A: It s your mother in few ' s birthday today 

8: Gosh. / clmost forgot ftt send her some Ikmers/'l'il go to vts<t her then. 

Procedures 

1 Before class, cut out one set of situation cards and one set of response cards for each group. 

2 In class, write an the board a few situations similar to those on the situation cards. Ask students 
how they would respond spontaneously to each one of them, elicit the responses and draw their 
attention lo the meaning and use ol wifi. 

3 Divide the class into groups and hand out the material. 

4 Playing the game: 

» Players shuffle the situation cards and place them face down on the table. Then, they shuffle 
the response cards and deal them out evenly. 

> The fust playei flips over the first situation card end reads it aloud. Note: The situation cards 
hove been written the right way up and upside down so that everyone can see. 

I The first player to call out an appropriate response lo ihe situation gets rid of the corresponding 
response card that he or she holds. Note: [here are always two possible responses to each 
situation, so players have to be quick. 

I Playejs proceed in ihis way until someone has discarded all of his or her response cards and 
wins the game. 


4.2 


Make it snappy 
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Make it snappy 


) 

’ Response cards 

I'll take a taxi. 

I'll borrow some 
money from my 
father. 

Great! I'll buy a 
new car. 

I'll take an aspirin. 

I'll go back home 
right now. 

HI probably 
get a loan from 
the bank. 

1 think I'll take a 
holiday in Tahiti. 

I'll call in sick. 

HI go to the 
supermarket this 
afternoon. 

I'll start looking for 
another job. 

I'll send her some 
flowers. 

I'll take a 
hot shower. 

I'll order a pizza. 

I've had it! 

I'll set up my 
own business. 

I'M go to visit her. 

I'll change into 
something warm. 
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UNIT 5 Mixed tenses 

Easy rider 


Language focus 

Mixed tensos 
Level 

Prc-intermedlato 

Type 

Board game 


Vocabulary 

Words and expressions; like best obout, a dream holiday, souvenirs, go abroad, oversleep, tounst 
guide, roulette 

Comments 

This game offers learners an opportunity to review and practise mixed tenses (past, present and 
future), plus some mpdats, within a unified context and a fluency building activity. 


Topic 

Travelling 

Interaction 

Groups of throo or four 

Time 

15-20 minutes 

Material 

Board, set of uards and 
dice fone per group), 
counters (cue per student | 


Language output 

A: Where d<d you spend your last holiday? 

ft. I went to the Greek Islonds/t stayed at home/} visited my parents in the countryside 

Procedures 

1 Before class, cut out one set of cards for each group. 

2 Strike up a conversation with the class on their last or next holiday to model the target language. 

3 Divide (he rlass into groups and hand out the material 

4 Playing the game: 

| Players place their counters on the lihle aeroplane on the board. Then they shuflle the cards 
and pile them face down on the big suitcase on (he board. 

t Players take turns casting the dice and moving their counters accordingly. 

) Whe never a player lands on a s uncase, the person to his or her right picks a ca:d from the pile 
and asks him c< he: the question on it or reads out the events and instructions on the card If il 
is a question, the first player answers, and the group may ask further questions or share their 
experiences on the topic. If it is an event plus instructions, the player follows- them. 

I The first player to gel back to the little aeroplane, that is, to go round the woitd, wins (he game 
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Easy rider 



From Games for Grammar Practice © Cambridge University Press 2001 


PHOTOCOPIABLE 







5.1 


Easy rider 


Cards 




Where do you 
usually spend 
your holidays? 

—P 



Where are you 
going on your 
next holiday? 


V 


P 



What did you like 
best about your 
last holiday? 



What can a 
tourist do in 
your city? 


P 



Where would you 
like to spend a 
dream holiday? 


P 



What are good 
souvenirs to buy 
in your country? 

V- =P 



What's your 
favourite time 
of year to go 
on holiday? 


P 



X- 


Did you try 
any special food 
on your last trip? 

— —P 



What typical 
dishes do tourists 
usually enjoy in 
^ your country? 

^ = * — 


P 


When did you 
last take 
a holiday? 

V P 



Where did you 
stay on your 
last trip? 

— =P 


l 


Where do you 
usually stay 
when you travel? 

V 



How much is 
a good hotel 
in your city? 

v— — - 


P 
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5.1 


Easy rider 


Cards 





When are 
you going to 
take your next 
holiday? 





What are three 
things you 
always carry 
on your tr ipsT^ JJ 



0* 

What kind of 

clothes did you 
wear on your 
last holiday? 


V 





What’s the best 
place for a 
tourist to visit in 
j ^your country ? JjJJ 



When are you 
planning to go 
abroad? 

— =_-J^ 



How did you 
travel on your 
last holiday? 


JJf 


You find out you 
still have some 
money left* Move 
on 3 squares ' 







You overslept 
and missed 
the train. 
Miss a turn 





Grandpa has 
sent you some 
money. 
Play again. 



You can’t find 
your wallet. 
Go back 2 
squares. 






You fall in love 
with a tourist 
guide..* Move 
on 2 squares. 



JB 


You’ve lost your 
passport and can’t 
continue your trip* 
(i Miss a turn. 

W 




v 


You win at 
the roulette! 
Play again. 





i 


V 


A friend gives 
you a lift. 
Play again. 




The airport 
is closed. 
Miss a turn. 


V 
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UNIT 6 Conditional and wish constructions 



Nothing's perfect! (I) 


Language focus 
First conditional 

Level 

Intermediate 

Typo 

Simulation 

Topic 

Jobs 

Interaction 

Groups of three or six 
Time 
20 minutes 

Materia! 

Worksheet (one per 
group | 


Vocabulary 

Generated by students. 

Comments 

This activity focusing on the use of the first conditional is unique in that it is entirely generated by the 

students. The discussion it stimulates involves students’ personal beliefs and preferences, m a context 

that they relate to. 

Language output 

A: I how received these three job offers. Whidi one should I toke? 

B; If you take job A you Mil get on excellent salary. 

C: Yech, but >f you take that job, you wH hove to commute to \,vork every day. No w. if you lake )ot> B, 
you wiH be able to vr6k to \r.vrk. 

Procedures 

1 Before class, take one copy of the worksheet for every group of three or six students. Cut each 
photocopy mio three strips as indicated. 

2 Divide the class into groups and give out one strip of the worksheet to each student (if working 
with groups of three) or pair (if working with groups of six) Jusi make sure that within each group 
each student o: pair will have a distinct strip 

3 Llicit from the class what they think a perfeci/OK/lousy location, kind oi work or pay would be. Tell 
them to write down their opinions under each reading, either indivdual'y or m pairs, according to 
t] ie kind of job at the top of their strip. Orculate in the classroom and help them with any 
vocabulary (hey mir-ht need. 

4 When they have finished each student or pair tears up their strips into slips, along the broken lines 

5 Then, the whole group rearranges their slips by letter so as to obtain: six slips marked A, six slips 
marked u, and six other slips marked C. 

6 Students change Che titles of the jobs to A, B and C 

7 tach group then chooses one of its members to play the role of the person trying to decide which 
job to take The student thus chosen begins interaction by explaining the situation and asking for 
advice, as shown in Language output Students discuss the pros end cons oi each one of the jobs 
using (he fxsl conditional, and cry to come to a consensus as to the best choice (or (heir dassmate 

Variation 

If your class does ru>i /elate to the topre, use Nothing 's perfect; (ft), which is based on holidays Follow 

the seme procedures 
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->£ 




u 


u 


— 


to 



9 

X 
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lo< us 

Second conditional 

t.fvel 

lnterrneriioto 

Type 

Snakes and ladders 

Topic 

Unusual behaviour 

Interaction 

Groups of two or six 

Time 

20 minutes 

Material 

Board and dice (one per 
group), counters (one per 
student) 


UNIT 6 Conditional and wish constructions 

Watch your step! 

Vocabulary 

Words and expressions: deliberately, ont bill, c booty , Iasi (verb). lamp post, bunch of flowers ^scream, 
teor up 

Comments 

This board game invites learners to imagine the reasons for very unusual or even nonsensical 
behaviour to stimulate die use of second condioonals to talk about wry unlikely situations. It provides 
practice and sheer fun. 

Language output 

A ; Would you ever shove your head 7 

B: VH I would (shove my heod) if I were paid o tot of money to do that. 
or 

B: /Vc> t wouldn't (shove my head), becouse if t dtd/sho'.ed my heod, I would/mtghi tose m//ob 

Procedures 

1 Witte a skeleton on the board for the dialogue in Languoge output Mode) the language by 
playing A's part and eliciting several responses from your class. Draw their attention to the verb 
forms and modal s used 

2 Divide the class imo groups and hand out ihe material 

3 Playing the game: 

I Player place iheir counters at START. 

| They take turns rollng the dice and moving iheir counters accordingly. 

I Whenever a player lands on a square with a question in it, some other player will direct a Would 
you ever ... 7 question to him or her. and they interact as shown in Language output 

> H the answer is correct and considered plausible by the group, the player moves forward throe 
squares: otherwise, he or she will move back one square. 

I Whenever a olayer lands on a footprint, he or she must follow the oath, moving either up or 
down all the way to the end. 

> The first player to get to (but not beyond) the CINISH point wins the game. 

Variation 

H you want learners to really tap into their imagination end make the game even more humorous, 
have them answer affirmatively to all the questions. 
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UNIT 6 Conditional and wish constructions 

Pick my good deed 


nngnage tc cm* Vocabulary 

Thad conditional Words and expressions: fog rnbrn, con afford, pneumon/a, boll (donee), have the heart to, homework 

^(.rj t . j osstgnment, bad marts, make it to (a place). be mwp out 


Upper-intermediate or 
advanced 

Typft 

Board game 

Topic 

Justifying actions 

Interaction 

Croups of two or site 

Time 

15-20 minutes 

Material 

Board, dice, and set of 
cards [one pci group), 
counters (one per student) 


Comments 

TV-is game provides plenty ol situations that stimulate the use of thud conditionals, liven though >t has 
been devised so as to Veep the condition statement constant while cueing learners to vary only the 
expression o' consequence, il can be easily adapted lor vanation in both pa;ts ol the conditional 
structure 

Language output 

A. Jean won 50 depressed She nod no company for the v/eeker,d. 

B: Oh if I'd known (she hod no company), l'd/f would how invited hot out too movie 

Procedures 

1 Using some of the situations on the cards, elicit and model the language shown in Language 
output Make sure you draw your learners' attention to the meaning of this structure as wefl as to 
the verb forms and modals used 

2 Divide the class into groups and hand out the material. 

3 Set the context by telling you/ class- You ore oil very nice people and low to help others. 
{Whenever you hear that someone hos hod 0 problem, you express how sorry you ore for not 
having been able to help ond soy whor you would hove done to help if only you d known! 

4 Playing the game: 

I Players place their counters on the tour START comers of the board. Then, they shuffle the 
cards and pile them face down in lire centre of the boa/d. 

► Players take turns casting (he dice and moving their counters accordingly Whenever a phyer 
lands on a square with a 'sa indy- looking face’ in it, the person to his or her left picks a card and 
reads out the situation. The player then responds as shown in Language output 
Note: Encourage peer monttoring to ensure accuracy If the player lands in a square (hat has a 
hand in it. he ot she must move forward or backward as indicated. 

I The first player to get 10 (but not beyond) the FINISH square wins the game. 

Note on class size 


fF students are playing in groups of five or six, they can share the START corners on the board. 


Variation 

If you want your students to practise varying both parts of the conditional structure, elicit several 
possibilities when you introduce the activity, e g 
A Jeon was so depressed. She hod no compony for /he weekend. 

B: Yeoh I knew if it hodn 't coined o/f weekend, I'd how invited her cut for o picnic 
tf l hodn ? hod to work of! weekend, t'd hove token fier out to dinner, 
if I hod hod her phone number, l‘d hove colled ond asked her out to 0 movie 
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6.3 


Pick my good deed 


Cards 


r a' 

Your cousin Jody 
was in hospital last 
week, and you didn't 
even go to visit her. 

^ .... 

r a 

How come you let 

Ann walk home all 
by herself after your 
party last night? 

v J 

/ A 

Jae said he went 
to visit you last 
Sunday, but you 
weren't at home 

Jane is very upset 
with you. You didn't 
invite her for the 
weekend in your 
log cabin in the 
mountains. 

Poor Bill couldn't go to 
the concert last week 
because he couldn’t 
afford a ticket 

T \ 

Your brother stayed 
at home all weekend 
because his car was 
in the garage. 

1 J 

Jean was so 
depressed. She had 
no company for the 
weekend 

w,*,,-,.,- 

Douglas wenl out 
for lunch without an 
umbrella. Now he is in 
bed with pneumonia. 

V J 

i 

Mary got into a lol 
of trouble because 
she couldn't finish 
typing the reports 
for the meeting. 

c \ 

Ray and Meg didn't 
go out to celebrate 
their anniversary 

They couldn't get a 
baby-sitter for their 
four kids. 

v J 

f A 

i ! 

Greg didn't go home j 
for Thanksgiving j 
because he didn't ! 
have enough money 
for the plane ticket 

V. ) 

f i 

Amy was very upset. 
None of her friends 
remembered her 
birthday 

L J 

( ' 

Kathy broke her 
leg ond couldn't drive. 
Yhot's why she didn't 
come lo class today. 

c J 

r A 

Kim didn't take any 
pictures on her last 
holidGy. She didn’t 
have a good camera, 

; poor thing! 

. J 

Poor Gordon has 
been wearing the 
same shirt oil week. 

His washing machine 
is not working. 

1 J 

c ^ 

Keith invited 10 friends 
for dinner last night, 
but he'd never cooked 
for so many people. 

He was desperate! 

V ) 

( ' ' N i 

Because she didn't 
hove anything nice 
la wear. Robin couldn't 
go to the ball last Friday. 

v , , J 

/■ \ 

Betty couldn't go 
away for the weekend, 
because she didn't 
have the heart to 
leave her five cals 
alone for so fong. 

^ J 

/ \ 

Just beccuse he didn't 
do his homework 
assignment, Brian 
got a bad mark. 

V J 

f \ 

Charles didn't moke 
it to your parly last 
nrght because he 
didn't know howto 
get to your house. 

A J 

( \ 

Your mother was 
definitely upset. 

She didn't hear a word 
from you during your 
whole holiday. 

v / 

( " ^ 

You know that dictionary 
you borrowed? 

The teacher needed 
it so badly, she had 
io go out and buy 
another one. 

v J 

/ A 

Harold missed his 
plane because 
there wos nobody to 
lake him to the airport. 

V ) 

Ray spent the whole 
weekend pointing his 
new apartment. No 
wonder he was worn 
out on Monday! 

\ / 
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UNIT 6 Conditional and wish constructions 



The wish race 


( Language focus - 

Wish constructions 

Level 

Intcrmeiliate or 
upper-intermediate 

Type 

Grid game 

Topic 

Regrets and complaints 

Interaction 

Groups of two to four 

Time 

15-20 minutes 

Material 

Grid (one per groupl. 
counters (one per student} 


Vocabulary 

Words and expressions: stuff, injaws, without nonce, gallon, tn^rsleep, instant noodles, hongover, 
run cut of 

Comments 

The objective hero is to provide open-ended, but still controlled, practice with various sorts of ws/t 
constructions. The game focuses on meaning and form in that it requires learners to produce forms 
(simple, perfect and/or continuous) that ere appropriate for the situation given. 

Language output 

/ wish my mother we/e not so nosy f 

hadn't opened my mod 
would (earn to respect my pmwey 

Procedures 

1 On toe board, wnte down a few situations that are similar to those on the grid. Elicit responses to 
the situations wilh wsh constructions. Drew students’ attention to the relation between the verb 
forms and the meaning they express 
Z Divide the class into groups and hand out the material. 

3 Playing the game 

I Players place their counters ai A to D on the left-hand side of Che grid. Their objective »$ to be 
the first to reach ihe corresponding end points on the opposite side of tire grid 
I Players may move horizontally or vertically across the grid, one circle at a time, provided they can 
come up with a vash sentence that is both correct and appropriate for the situation in (he target 
circle Note; You may want to encourage your learners to elaborate on their statements, e.g I 
wish my mother hadn't epened my moil. / hate having to fight with her for my right to prrvacy! 

I If a player wants to move inio a cirde that has already been occupied by another pJayer, he or 
she must produce a different 'wish 1 sentence 
> The first player to reach his or her end orde imps the game. 


Variation 

If you want to restrict the game to a single category of msf? construction, just make sure the situations 
m the circles will generate the same kind of construction 
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^ UNIT 7 Reported speech 



Who's got my message? 


Language focus 

Reported speech 

Level 


Vocabulary 

Words end expressions: insurance company, personae/, physiotherapist, overdrawn. texhedu!e. 
mate )l to (a piece), break down 


Inteimediate 

Type 

Card game 

Topic 

Telephone messages 
Interaction 

Groups of three to five 

Time 

15-20 minutes 

Material 

Two sets of cards per 
group 


Comments 

This card game prrAides contextualized rind interactive practice v«i(h the reported speech of 
statements, questions ar.d requests, <»s used in a teal life siioaiicn: ihai ot giving messages, l earners 
are given the convents of telephone messages and asked ii> transform Ihem rnlo full reported speech 
constructions 

Language output 

A: Ho\*e you got ony message for me from my lov.ycr? 

8: fes. She said shot ycA.tr doc umenrs v^re/ore ready, and gskcd/wvais you to come and sign them 
toinorrow 

or 

8: Sorry Maybe someone else 

Procedures 

1 Before dess, cut out one set of sender cards arid one sol of message cards foi ear h group. 

2 In class, write on the board a few messages similar to those on the cards. Eliot and model the 

language as shown in Language output Mote: You may want to stick to the verb agreement 
prmup)e or show that this principle «s, in feet, overridden by other factors m speech, e- g She sod 
On : r yovr dbcumenrs ore seedy rather than . were reody 

3 Divide the class into groups and hand out '.he material. 

4 Set the situation by telling yaw class. The secretaries ivere observe from work today, so everybody 
had to take turns taking down massages for everyone else. Horni er, the messages got irived 
up. Ftnd your message*. 

5 Playing the game 

I Plasters shuffle and deal out both sets ot cards and chetA tor any sender and message matches 
If l here are any, they set them aside. 

I Players lake turns I tying to guess who has the message cards ilioi mate h ihe sender c^rds that 
*.hey hold Each player will do that by choming someone ‘.hai they think has ;he large* message 
card, and indicting the' conversation in Language output -.vilh that person It :he answfri is 
riffirmanve, the message is delivered and the player collects ihe target message card: otherwise 
the player only gets a negative answer 
> The first player to collect all of his or her message cards wins the game. 


Variation 

If you want lo focus on reporting eivher statements, ot questions or sequests alone, devise your own 
message cards e< curdmgly 

Note on class size 

VVlien playing in groups of five, remove one of the sender cards from the paiA. along with rhe 
roresponding message card, so that all the players will get :he same numbt* of L<vds 
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7.1 


Who's got my message? 


Message cards 


FROM: 

j: 

/ 

FROM: 

FROM: 

• 

FROM: 

Sisters 

I 

lawyer 

bank 

dentist 

MESSAGE: 


MESSAGE: 

MESSAGE: 

MESSAGE: 

Call 05 soon as 


Documents are 

Account is 

Appointment 

possible. Will be a t 

ready. Come and 

overdrawn. Make a 

cancelled. Call this 

Aunt Agatha’s. 


sign them tomorrow. 

deposit urgently . 

afternoon to 


i 



reschedule it. 

-\ 

i 

\ ! 

\_ 

V, „ 

FROM: 

/ 

FROM: 

FROM: 

FROM: 

Jennifer 


teacher 

secretary 

parents 

MESSAGE: 


MESSAGE: 

MESSAGE: 

MESSAGE: 

• Going to make. 


Car has broken 

In bed with the fiu. 

Arriving tomorrow 

special lasagne 


down. Can’t make d 

Won't come the rest 

morning. Pick them 

tomorrow. Bring 


to class today. Will 

of the week . 

up at the airport at 

some wine. 


call tomorrow to set 


G a.m. 

| 


replacement class. 





\_ 


\ 

FROM: 

/ 

FROM: 

FROM: 

FROM: 

Paul 


insurance company 

library 

repair shop 

MESSAGE. 


MESSAGE: 

MESSAGE: 

MESSAGE: 

Forgot to pay phone •! 

! Documents 

Have got the book 

Haven’t fixed the 

bill. Call back before ' 

I authorizing the 

you wanted . Will 

CD player yet. Will 

C:5D. Will be at the jj 

| repairs are ready. 

keep it for two 

call when it is 

office. 


Can take car to any 

cUys. 

ready. 



garage. 

i 

\ . ... 

\ 


v_ 

^ 1 

| FROM: 

/ 

FROM: 

FROM; 

FROM: 

i personnel 


physiotherapist 

grandmother 

kids 

MESSAGE: 


MESSAGE: 

MESSAGE: 

MESSAGE: 

Need a recent 


Can schedule extra 

Needs help with 

Want to spend the 

photo. Bring it in 


session the day 

new TV. Please stop 

night at David’s. 

the evict of the 


after tomorrow. Call 

by tomorrow morning. 

Call to say it’s OK i 

week. 


and. confirm with 





secretary . 

1 




\ 

\ 
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UNIT 8 Mod tils 


8.1 Crazy cans 


Can for ability 

momentary 

Crazy nights 

Abilities 

Groups of three to four 

10- IS minutes 

A.dcnrii 


Vocabulary 

Words and expressions: mother, fciker, best friend, teed ter, Mexrcon, Spantsfi, mart, womon. people, 
bird*. lecgoroo, flee. monkey, sqvirrd, pengum, duck, cot. owl, child, parrot. oeropbne. Supermini, 

gun, intie, computer, cc/c dolor, turtle, tree, Porsche. cAeefdt 

Comments 

Rased on Crazy eights (commercially known as UNO), lh»s game gets olayers ic think wha'. the pair, 
cf items or. the cards have « common in terms of skills cr abilities (see Possible answers on page 
1)A). and express that using con. They must also learn to use strategy to win, but the w<ld cards may 
spin the whale thing around! 

Language output 

A: Who? ccn o bird ond Supermen do? 
fi. Pcth con fly. 

Procedures 


One set of cards per group J Before class, cut <h/J one Set of cards ioi each group. 

2 in class, ■vrrie a few pa*s of items sinter Jo those on the cards, and model the target language as 

shown m Language output 

3 Divide the class into groups and hand out the material. 

4 Playing the game 

) Players shuhie the cards anc deal i hem out as shown below The lemaming cards are piled 
face down m ihe middle. 


Number of players 

3 

4 j 5 

Cards per player 

5 

4 i _ 

Cards in the pile 

5 

4 i 5 


I The youngest in the group chooses one of his or her cards, lays it on :he table, and directs a 
question to the player on his cr ha nght, as shewn in Language output 
} if the respondent gives an answer that is accepled by »Se g/oup, then he or she wins the irght 
io pick one rl his or her cards, lay if down and direct a question to the next plcyer if fhe answei 
is not accepled, then he or she is not allowed to lay down any of his oi her cards, but the next 
player is, and the game proceeds bum there 

| lhc RCVFRSI-, SKIP, BUY ONE, BVJY TWO, and CHOOSE PLAYER cards ran be used by any 
player wlio holds them to delay opponents at any point during the game The player just says 
out loud SKIP!, REVERSE*, etc and the group must loMow the order (see below). 

I The first player to get rid of all of his or her cards wins the game 

Note on game rules 

&plan to your students ihe meanings of the wiid cards, which are the following: 

I REVERSE = the game changes direction 

I SKIP — ihe player to the right of the one holding this card misses a turn 

I BUY ONE and BUY TWO ^ the next player must buy one or two cards from the pile 

I CHOOSE PLAYER — the player holding this card may choose the next player lo have the nght to lay 
down a card and ask a question 


60 


Crazy cans 



From Carnes for Grammar Practice © Cambridge University Press 2001 


PHOTOCOPIABLE 


61 






UNIT 8 Mortals 


8.2 

Like v. would like 

Elementary 

Find someone who 

Invitations 

Mixei/minglc activity 

10-20 minutes 

Cards (one per student) 


Let's go together 

Vocabulary 

Kinds of food and entertainment Some of ihe vocabulary in the material rr. 3 y be new to elementary 
learners, but it is not intended tor production. Just make <u?e they can extract from the ?cls the 
information they will need to carry out then task. 

Comments 

Here, learners are given a task - to invite someone out - and go around ihe classroom mtei acting 
with peers in order to accomplish, it The materral offers plenty of input arid variety plus the context for 
this highly interactive activity involving the use of like v. Avoid fil e 

Language output 

A: Do you like Middie-Eai tern food? 

B WeH. nor reoliy 

A Ob. OK, mofic someone e.'se 

or 

A: Dt ) you like Mddle-fosi ?tn hod? 

8 Oh, yes. I do 

A; Cfcod Would yon ftko fo go to /i/V's r?c stec/renr with me 7 
H .Sore Idling to When? 

A. rfow cboul tor ugh;, o! 8? 

8. Sounds tone. Sec you tfien 

Procedures 

1 Before class, cut out the cards, one f or every student 

2 fn class, model the interaction above using the names of real p/aces or events in town, while 
modelling, encourage sttidenis to practise declining an invitation as well. 

3 Handout the cards. 

4 Set the context by telling your class: you /vont ;o go to the p/ccF on your cord, but you o.‘so wen? 
c ompony Invite your chssnwies to go wlh you. £ very hive someone accepts, iv/v/e his or her 
name on the cord, plus Ihe dote ond lime. 

5 Doing the activity: 

► Students move c round talking to the»r classmates They may accept as many invitations as they 
wish, provided they are not for the same date ond time 1 
I Stop the activity when you feel they have had enough practice. I n id out from the class which 
were the most popular places or outings 

Nole on class size 

If your class has more th3n 18 students, split < into two oi three groups and have students interao 
within ther groups 

Variation 

You may dvxise fo concentrate cn a single type of outing, e.g. eating oui. in which case you should 
divide the class »nto groups of six so that each student may have a different card. Students wifi then 
interact within frcii groups. 


8.2 


Let's go together 


J, 


Chez fguloii 

An Authentic French Bistro 

Cal! for reservations A .AzRCct 
275-3992 

'I 

Gerta's AH Natural 

'^tdss~~- x Vegetarian food 

that tastes good 

Lunch and Dinner Mon - Sun 

Reservations 

Reservation:) 








The Hamburger Land 

Special double burger: £1.50 

Cheeseburger: £1,99 "iIhttttii 1 

french Fries: 50p | 

Open hours 

Reservations 

j| 1 All’S RESTAVRAN1T 

Best Middle-Eastern 

2®®? food in town 

Y Open 

| @ 11 p.m. 

1 

Reservations 







The Chinese Delight 

Al 1 yo u ca n 
eat for £5!!! 

Don't miss our lantosfic spring rolls 

Reservations 

Frozen Dreams 

The real Italian ice- cream 

Reservations 
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8.2 


Let's go together 


;? 


A cower t lor classical music lovers i 

^ Vivaldi i / 

The Four Seasons * 

The Kittnelon Chamber Orchestra 

7 ^ Fridays: 8 p.m Sunday 6 pm 

Jazz Heaven S)\ ^ 

/ £ b 

Feel like you are in the heart /y % j 

of fantastic New Orleans / / rJ/ 

fp ty 

Shows: 9 and 1 1 p m / 1 ^ U \} A 

Tuesday to Saturday j 

Tickets 

Tickets 







COUNTRY NIGHT ~] 

five Different Bands 

Vs f un 

U’sv/ild ^^#<<7* 

Every Friday and Saturday ar The Mill 1 

Ifa/gfa m <§£a/n , 

Ci flamenco ‘Dance 

m/r 

j (C\M 1 1 Romance and fun all night long 

1 1 Slums: Tuc to Sun 1 0 pm 

Tickets 

Tickets 







1 Erik Clark 

and his romantic piano 
in a recital to remember 

Holywell Music Room 

1 Thursday Friday and Saturday at 7:30 pm 

Ted Mort and the super mob 

^7 ^//y^ The best rock of all times 

wr'l 

[ / * This week only 

Friday, Saturday and Sunday 
CU9:30pm 

Tickets 

Tickets 
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Let's go together 


The Hand of Pfath 

The spookiest horror film ever made. 

Museum of t 
Modern Art IkMI 

The great crlisls of the 90s d j 

Hours Mon-Sd 10 arn 1o 5 pm ^ 

The Everyman Theatre fural 

Shows' daily at midnight 

Tickets 

Tickets 









jjSrJyj/rf Miss Saigon 
*L_ The Most Acclaimed 
Musical of the Year 

Royal Festival House 

Shows: Mon - Sat at $ pm 

Sun at 2 and 7 pm. 

The Bulls 

The Bears 

Playing in the semi-finals 

1 Friday at Chicago Arena 8'3D pm 

Tickets 

Tickets 







1 The Nutcracker 

San Francisco Ballet Company \Vyj-j)) 

The Grand National Theatre 

Wed-S;u ai 8:00 pm 'JJff f /yTYT 

Sun at 10:00 am /ffj / | t \\' 

The Puppy Show 

sponsored by the International Kennel Club 

! Great entertainment 
for dog lovers /fey) J> 

Hours: Friday - Su nefay 

9:00 am- 6:00 pm ^ 

Tickets 

Tickets 
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language Incus 

Modal s (simple] 

Level 

Pre-intermediate 

Type 

Scattergories 

Topic 

Constraints and 
possibilities 

Interaction 

Teams of two to four 

Time 

15-20 minutes 

Material 

Board and dice 
jone for every two teams) 


UNIT 8 Modals 

Spinning ideas 

Vocabulary 

Modals: cor?, ccnX should, shouldn't, horn to, don t hove ft) 

Comments 

Based on a game commercially known as Scallergories, this game is rr.ee nt lor .ntensK-e practice wth 
models to express possibility, necessity obligation and advice. The game requires that learners focus 
on the meaning of the modals and situations drawn on the dice, and produce sentences dial are 
correct, meaningful and appropriate, but at the same time original, in order to win the game. 

Language output 

When you ore on holidGy you don't usuotly hove to v/oiry obout the time 

If you crc m c foreign county, )w should ty l o loom Simple words and pharoses m the heal 

language. 

Procedures 

1 List the models and write the following on the board: 
l t/ben you ore Ot work. 

Then elicit from (he class various endings for this sentence using the modals listed Draw their 
attention to meaning, lorm and appropriateness 

2 Divide (he class into teams, pair off teams, and hand out the material 

3 Maying the game 

I Every' two teams should appoint one player 10 keep the Score and another player lo hme H ie 
teams' work. 

| Team A casts the dice: once to set the situation according to the circle on the left side ol the 
board, end once to set the modal in accordance with the circle on the nghi 
I ihen both teams have, let’s say. one or two minutes to write down as many sentences 
containing the modal as (hey can, for the situation drawn. 

| When the time is up. the teams take turns reading out the sentences produced They score one 
point for every meaningful and appropriate sentence, and two points (or every such sentence 
that is also original. i.e. not (Jvoughi up by their opponents. 

I The two teams take turns proceeding in this way until the end of the game, which is 

determined by the teacher. They add up their scores, and the learn with the highest score Wins 
the game. 

Variation 

You may want to replace the situations on the board wilh the following, which are more specific: 

I You are trying to save money 
| You ate unemployed 
> You are moving to a foreign country 
I You are soon io be married 
) You are visiting your in-lawS for the first (ime 
I You badly want to lose some weight 


8.3 


Spinning ideas 
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UNIT 8 Modals 


8.4 Tough luck! 


! ungu«ig»: locos 

Modals (perfect) 

Lava) 

Advanced 


Vocabulary 

Modals: moy, might, could, must, can't, couldn't 

Words and expressions: be turned down, foil, gifted, no matter « 'hot, shew of), broken-hearted, 
housewarming port/, call off. be horn mth a silver spoon in one's mouth 


Typo 

Debate 

Topic. 

Speculations 

! site tact on 

Pairs 

Turn 

Unlimited 

Maierial 

Set of cards (one per pair) 


Comments 

This game gives each pair of learners two ends of a situation involving two characters, John and Mary, 
and challenges them to work out whai may have happened in the middle, to practise the perfect and 
perfect continuous 'oims of moy. might, could, must, can't and couldn't. The fasi moving pace 
requires that learners exercise quick and imaginative thinking to come up with arguments to justify 
their own hypotheses and counter their opponent's. 

Language output 

Situation: John muled Mary ever for dinner last mghl Mary went over, but no one answered the door 
A: John might have fallen asleep while waiting for Mery to show up 

B No. he coo ton 'r hove fallen asleep v/hile waiting lor her tie s madly in love with her and was so 
anxtc/us try see her* He must have gone out on on emergency c oil. He's o doctor, remember* 

A: No, that couldn't hove been the cose I le wouldn't hove occepied being on roll if he had been 
planning tc spend the evening with her The intercom must hove been broken. 


Procedures 

1 Before class, cut out one sei ol caids for every pair oi students and place the sets in bags or 
envelopes 

2 On the brard, write down a situation whose outcome is totally unexpected, preferably with the 
same format as that shown on the cards Then, list the modals on the board. Elicit from the class 
what might have happened. Fo< every hypothesis the class presents, work out a counterargument, 
justify it and present a new hypothesis along with a justification ior the class to argue against. Do 
this several times until the class has grasped the chain; hypothesis - counterargument and 
justification - new hypothesis and justification, and so on. Also, make sure students understand 
the meaning of the modals and a;e able to use them correctly. 

3 Pair off students and hand out the bags or envelopes. 

4 Playing the game. 

I The first p)ayer draws a card front the bag or envelope, reads out the situation, and presents the 
first hypothesis. His or her opponent must then come up with a counterargument, justification 
and a new hypothesis They go on like *. his until one of them is loft with no more arguments 
and gives up The opponent then wins the situation card Note: Players may make up any facts 
about John and Mary to justify their arguments 

I When you thmk the students have played enough, stop the game and have players count their 
cards Whoever has (ho largesi number of cards wins the game. 

Note on das* <iie and material 

When working with a large class, hand otii sets of (he cards on the first page to half of the pairs in 

class, ar\d sets of the cards on the second page to the olher half ol pairs. When parrs with different 

sets have used up all their cards, have them swap their sets. This should save you time and work 
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8.4 


Tough luck! 


X 


John was the 
most experienced 
candidate. 

•V 

He was turned 
down for the job. ; 

Mary studied like 
crazy for the exam. 

•v 

She failed the exam. • 

John invited 

Mary over for 
dinner last night. 

? 

• 

Mary went over, 
but no one 
answered the door. 

Mary was away from 
home on holiday. 

? 

# 

She got an incredibly 
high telephone bill. 

John was a gifted 
piano player. 

rv. 

He became an 
engineer. 

Mary said she would 
come to the party 
no matter what. 

? 

« 

She didn't show 
up at all. 
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8.4 


Tough luck! 


X 


Mary was planning 
to get married 
next month. 

| 

1 

Now she is 
broken-hearted. 

Mary planned 
a great house- 
warming party. 

s 

1 

1 1 

The party was 
called off at the 
last minute. 

John left home 
four hours before his 
plane was supposed 
to take off. 

1 ! 

He ended up 
missing the flight. 

John was born with 
a silver spoon in 
his mouth. 

? 

• 

Now he can't 
pay for his beer. 

Mary was very 
excited about 
her trip to Greece. 

? 

# 

She has decided 
to stay at home 
instead. 

John moved to his 
own apartment less 
than a month ago. 

i 1 

*\j 

He is back in his 
mother's home. 
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Language focus 

Simple present and past 
passive 

Level 

Elementary and 
intermediate 

type 

Trivia pursuit 

Topic 

World knowledge 

Interaction 

Teams of two or three 

Timp 

15-20 minutes 

Material 

Set oi cards 
lone per group) 


UNIT 9 Passive and causative 

Something in common 

Vocabulary 

Nouns: forks, corns, pobr tears, penguins, boric opener, corkscrew, shower cap, credtl card, tennis, 
SQoasb, shoes, socks, points, brushes, ne^'spopers, magazines, coffee, cor.'oo, presents, greeting 
cords, gbss, cement, stomps, airletters 

Comments 

This game provides practice with the simple present passive while challenging I carnets to think of 
what the pairs of items have in common (see Possible answers on page 114). It focuses on 
accuracy of form, cncouiages cooperation within teams, and is sheer fun to play 

Language output 

loom A,. What do gbss and cement how /n common? 

Team 8. Gbss and cc-mcni / Both ore mode from sand. 

Procedures 

1 Before class, cut out one set of cards for ever/ two teams and place the sets in bags or envelopes 

2 Cm the board, «%«te down a few parrs of items similar to those on the cards, and eforrt wfkH the 
items have m common. With each pan of items, model and monitor the target language 

3 Divide the class into teams of two or three, pair off teams, and hand out the bags or envelopes 

4 Raying the game 

I every' two teams must appoint one player lo time the game and keep the score 
I Team A draws a card from ihe bag or envelope and challenges Team B with Whotdo . and 
hove m common? Team B has some (pre-established) lime to discuss among themselves and 
produce an answer using the target language. If it is accepted by everyone in terms of meaning 
and form, Team B collects the card. Otherwise. Team A gets the chance to find a good answer 
and colled the card ihemselves. 

I Teams take turns proceeding in this way until all the cards have been used The Team with the 
largest number of cards wins the gam?. 

Variations 

> You can use the same procedures to practise simple past passive with pairs of items such as those 
suggested below. Just make sure you tailor the items to your students’ age and culture by 
including fads about popular music, entertainment, local history, and so on. Remember - our aim is 
to gel learners to practise ihe target language, the challenge is there to make the game more 
interesting, not :o test then world knowledge 1 


Pyramids and sphinxes 


buill by The Ancient Egyptians. 

Jurosstc Pork and £. T 

were 

directed by Spielberg 

\ Yellow Submonne and tesfecdoy 


recorded by the Beatles 


I You may also want to encourage the use of Both one// Neither ... nor m lire answers, in both 

versions of the 3a me 
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9.1 


Something in common 


X 


P ^ 

w <; 

p ^ 

Forks 

Tennis 

Coffee 

Coins 

Squash 

Cotton 

1 / 

> ■ c 

* t 

* ‘ " 

7~ Ti 

w T, 

Polar bears 

Shoes 

Presents 

Penguins 

Socks 

Greeting cards 

* C 

^ . t 

^ C 

P " < 

* \ 

W V 

Bottle opener 

Paints 

1 Glass 

Corkscrew 

Brushes 

Cement 

* C 

* C 

* C 

v ^ 

W \ 

P V 

Shower cap 

Newspapers 

Stamps 

Credit card 

Magazines 

Airletters 

* C 

\ /* 

* C 
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Language (ecus 

Passive + infinitive 

Level 

Intermediate to advanced 

Type 

Oiscussion 

Topic: 

Growing-up experiences 

Interaction 

Groups of three or four 
Time 
20 minutes 

Material 

Worksheets (one per 
student], sot of slips (one 
per group] 


UNIT 9 Passive and causative 

Grown-ups ! 

Vocabulary 

Verbs: asked, told, taught, aduised, brought up, encouraged , expected, warned, allowed, forbidden, 
supposed, breed 

Comments 

This fluency-building activity invites learners to share and discuss the* growing-lip experiences while 
practising passives followed by infinities. as in / wosn't allowed to smoke Its design guarantees that 
everyone will have an equal opportunity lo prepare lor and initiate discussion In addition to exposing 
learners to a variety cl verbs used m this construction and focusing on its meaning, A is great for 
promoting class rapport. 

Language output 

A iViVr? / was a teenager, f wes osbed to poy to port of cur household expenses. 

B: I wasn't asked .'O poy to ony expenses, but t vxjs expected to shore tn the household chores 

Procedures 

1 Before class, take copies of the worksheet, one fot every student. Then, cut oil the grid a. the 
bottom of the woKshcets, and reserve one for every group, finally, cut the grids into slips and put 
them mto bags or envelopes egan one bag or envelope for eve.y group Such slips are meant co 
ensure that all students can participate equally if. the activity 

2 on the board, wvte down a icw of the verbs from the worksheet and model the target language, 
fcfcrt from the class statements about the:r personal growing up experiences, and write Them or* 
the hoard as well Draw their attention to the target structure. Then, final i"e with a brief discuss.cn 
as to hew they fell anc whether they think their parents/teachers were right. 

3 Divide tl ie class mto gioups and hand out the material 

4 Dang the activity: 

I Individually, students Ml out the chart on the workslreet by writing one sentence about 
themselves with each one of the verbs given 

I In each group, students will decide who will be \ B, C ond L). and write their names next to the 
corresponding letters just below the chart. 

I The group picks a slip from the bag or envelope, if. lor example, the slip reads B2, (hen student 
6 rends out Ins or her sentence number 2, which must contain the ve»b to Id to The others 
then (jontubute with their own experiences, using the same verb Finally, they dscuss whether 
they think thru parents/teachers etc were right, and whether they' would do the same with 
their children/students, etc. 
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9.2 


Grown-ups! 


When 1 was ... 1 was (n't) ... (not) to ... 

l asked 

2 told 

3 taught 

4 advised 

5 brought up 

6 encouraged 

7 expected 

8 warned 

9 allowed 

10 forbidden 

1 1 supposed 

12 forced 


© © @ ® 



(name) 


(name) 

(name) 


(name) 



A1 


B2 

n 

UJ 

1 

D4 


A5 

i 

i 

> 

B6 

Cl 

1 

r 

i 

r 

D8 


A9 

> 

) 

r 

i 

BIO 

C11 

1 

1 

1 

1 

D12 


& 
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UNIT 9 Passive and causative 



Round the clock 


Language focus 

Causative with have 

Level 

Intermediate to advanced 

Type 
Role play 

Topic 

Crrands and services 

fntet actum 

Groups of two to four 

Time 

20 minutes 

Material 

Beard, set of cards, aad 
coins [one poi groupl. 
counters (one per student) 


Vocabulary 

Pieces: cieoner's, goroge, shoe repair shop, photo shop, hair stylist, photocopy shop, translation 
burton (certified Unr,sbtions),dre55mokerAotlor (alterations), Optiaon (eye cate), locksmith, 
electronics ivpctr shop, chemist 

Words and expressions' old-fosh<oned, sole, polishing, spill, ink stow, skeoe, hoy iever, prescription, 
(redoncer, tight, insist on, school transcript 

Comments 

in this task-oriented activity learners receive errands to run. They go to various places and engage m 
full conversations to accomp’ish their tasks, using ihe causative form with havt> fhe target structure is 
thus contextualized and practised cominur.i< alively. 

Language output 

/A. Good morning. 

B Good morning. Can I help you? 

A • Ves, I'd like to hoie these shoes repaired, <>nd ! Avnt to heve them polished too. 

IS; Yr-s sir they should be iecdy on Monday. 

A: Monday I Can > / hove- them ready before that 7 You See. they're my favourite 
B iVe/i let's see . . Would this Thursday be OK? 

A Sore, much bettor. Should tpoy you novd 
B: Oh no. Only ivhen you co me to pick them op on Thursday 
A: Fine, then Thunks a lot. See you on Jhursdoy 
B: See you. Haw* a ace ooy 


Procedures 

1 Divide the class into groups and Hand out the material. 

2 Explain to your students that they will be getting things done at each one of the places on the 
board. Elicit the kind of conversation that usually takes place in such situations and demonstrate 
the game a couple of times by playing the role of student A. and then of student B. 

3 Playing the game: 

> Players shuffle the cards, deal them out evenly, and place their counters at START on ihe board 
I The first player tosses the com and moves his or her counter clockwise, one square for heads, 
and two squares for tails. If it lands on a place where he or site can run one of the errands on 
his or her cards, the player begins interaction with the person to Us or her right Alien they 
have finished, the first player discards the errand he or she has just run. Otherwise, no 
interaction takes placo. 

I Players take turns proceeding in this way until everyone has moved round the dock once 
I Players count the cards they are still holding. Whoever has the smallest number r:f cards, i e 
has run the largest number r>f errands, wins the game 
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9.3 


Round the clock 
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9.3 


Round the clock 


) 

Cards 

You need 1 00 copies 
of tiie new price list - 
both sides. Note: your 
boss wants them on 
his desk by the end of 
the afternoon. 

Your hair is definitely 
too long and old- 
fashioned. You want 
something more 
modern and not 
too short. 

You and your best 
friend have just got 
back from a holiday in 
Thailand, where you 
took dozens of 
pictures. You want two 
copies of each picture: 
one for you and one 
for your friend. 

There is a big hole in 
the sole of your 
favourite and most 
comfortable shoes. 

They also need 
polishing Why not try 
that new shoe repair 
shop down the street? 

Your car is making a 
strange noise, and it 
is not as economical 
as it once was. Nick 
is supposed to be a 
fantastic mechanic 
and his prices are 
not too bad. 

1 

Your nephew has 
spilled ice-cream all 
over your overcoat. 
Better have a 
professional take care 
of it. Maybe they can 
do something about 
that old ink stain on 
the sleeve, too. 

Spring has finally 
cGme, and so has your 
i hay fever. Your doctor 
: wants you to try a 
stronger prescription. 
You need it before you 
go away on business 
tomorrow evening. 

Your answering 
machine is not 
recording the 
messages. Because 
you are a freelancer, 
you really depend on 
it for contacts and 
new clients. 

Your two cousins are 
coming to spend a 
week at your place. 

You'll be busy working 
most of the time, so 
they need to have a 
copy of the front door 
key. 

You have been having 
problems driving in the 
evening. You think you 
might need new 
glasses. Some friends 
have told you about 

Best Vision. They are 
said to be very 
competent. 

The trousers your 
sister gave you for 
Christmas are a bit 
tight and way too long. 
They do a good job at 
Perfect Fit, even 
though you have to 
insist on fast service. 

You are applying for a 
university course in 
Australia. They insist 
on having a certified 
translation of your 
school transcripts and 
diplomas. 

1 
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UNIT 10 Questions and auxiliaries 


10.1 Making friends 


Wh- questions with 
present simple 

iii'Yfl 

Beginner or elementary 


Vocabulary 

Wh- words whet, when, how many, where, how, how old 
vtei bs: be. hew, live, come? 

Botins and adjectives: phone number, lost come, birthday, favourite, hi id (noui i). food, colour, 
toothbrush, number, iyorhers, srsfers, dess, poren:s 


Type 

Find someone who 

Personal information 

li ttsaefion 

MiKcr/mmglc activity 

Tun? 

10-20 minutes 

fvj.tr v rial 

Worksheet (one per 
student) 


Comments 

You may use litis activity tc review wfi- questions with be anc other verbs in the present simple, ano/or to 
he'p your learners to become better acquainted with one another. It gives basic learners an opportunity to 
interact and sccwliw with a »arge numbe r ol peers m English despite then limited scope of communication. 

Language output 

A ; When is your birthday? 

B: My bsrthdoy is on June 5th 

A Really? My birthday is in June too!/ Oh, trry birthday is m Apts! 

Procedures 

1 Hand out (he worksheets and explain the objective c.1 the activity by saying. You most find 
classmates who hove things m common with you. thai is, who do or hoi's something the some 
os you. 

2 Go over each one of the boxes and cfcri the questions students would have to ask to find out 
who ihey have tilings in common with, e g. IVhens your birthday?/ Whot Cohans jim-c 
toothbrush? / Mbit's your favourite food?/ How old are yvur parents? / Hbc/e do uou live?/ 
How many brothers end sisters hew you got?/ What's your h$t name 7 / How do you come to 
class 7 / What's your phone number? 

3 Demons 1 1 aie the dialogue in Language output to show the kind of language (hey may use 
Repeat thjs with some of the other cues in the squaics. playing the loles of student A and B 
alternately l ei the class work oui (he language ’hey will need to respond tc one another. 

4 Doing the activity: 

I Siudents fill out the chart with information about themselves 

) Students move around the classroom, taking to different classmates to get the mfoi crayon needed 
I Whenever they find someone who has something \n common with them, they must write that 
person's name in the corresponding square Note: One different name pet square 
1 The first person to W all the squares with different nanves says Bingof, and wins. Alternative*/, stop 
the activity after a certain oeriod of time end check who has Med the largest number of squares. 


Variation 

You may want to use this activity tc review any materia: before a test or as you begin a new level The 
questions need not be related to one specific topic or cover any specific grammar point. 

Note on class size 

If you are working with fewer ihan ten students in class, allow them to repeat the names m the squaies 
two or itv.ee times. A\tcma*.ivefy, let them work ir» pans and see which pan has the most things in common, 


Making friends 



Find people who have things in common with you: 

I write your own answers 
> talk to your classmates 

How much do you have in common with the other students? 
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Language focus 

Yea/no questions with 
present simple 

Level 

Beginner or elementary 

Type 

Betting game 

Topic 

Open 

Intel action 

Groups of two to six 

Time 

1S-20 minutes 

Material 

Set of cards (one per 
group) 


UNIT 10 Questions and auxiliaries 

What's my answer? 

Vocabulary 

Vterbbe and oiher vocabulary iiems generated by student*;. 

Comments 

This game is excellent lor lea friers to understand arid master yes/no questions with be and other 
verbs, plus short answers with auxiliaries, with particular attention on thebe and do contrast. This 
means they may ask and answer yes/ no questions in the present simple, present continuous and/or 
future with going t o K is also a lot o( fun to play, because it involves betting and lesis how well 
acquainted learners arc with one another. 

Language output 

A • Are you on English teacher? 

&. f lo, I’m not. 

A Oo you go to the movies every wetfr ? 

B: Yes, I do. 

Procedures 

1 Before class, cui out nne set of cards foi every .group. 

2 Recap yeVho questions by writing a few short answers with be and do on the board, and eliciting 
correct and appropriate questions for them. 

3 Demonstrate ihe game by taking a card (e g. Yes, ive do) and asking the class a question that will 
yield the answer on your card (e g. Do tve /rove chss on (doy of the itne* when you ocluclfy hove 
doss)?). When ihe/ have given you the answer, show them the card and -ell them you can discard 
it. Then, pick another card (e g. Its, we ore) and ask the class a question that will not yield ihe 
desired answer (e g. Are you Engit^h feoc/tersT). As ihey answer No. we orcn'l, show them ihe 
card and tell them you cannot discard it. 

4 Divide the class mto groups and hand cui the material. 

5 Playing the game. 

I Playeis shuffle and dea) out the cards evenly, disregarding any cards left over. 

| The first player picks one of his or her cards, and thinks of a question that will yield ihe answer 
on that card. He or she then tries to guess who in the group will give him or her (he answer on 
the card, and directs the question 10 that person 
I If the respondent produces a short answer that equals ihe one on the card, the player may 
discard it; if not. he or she keeps ihe card. 

I Players take turns proceeding m this way. The first player to gel rid of all of his or her cards wins 
the game 

Variation 

You may use this gome to practise other contrast, such as simple past v. present perfect simple. All you 
have to do is produce a new set of cards containing the appropriate short answers with did. bove and has 

Note on class size 

The ideal group size for playing this game is four, tf your class is ver/ small, you may have students play it 
in pans, but it will not be as much fun For a very large class, use groups of six and have them play it twice 


10.2 


What's my answer? 


? 

> 

Yes, 1 am* 

Yes, he is. 

Yes, she is. 

Yes, it is* 

Yes, we are. 

i 

i 

Yes, they are. 

Yes, 1 do. 

Yes, he does. 

Yes, she does. 

1 

Yes, it does. 

Yes, they do. | 

_j 

i 

| 

No, I’m not* j 

t 

No, he isn’t. 

. n 

No, she isn’t. | 

1 

No, we 
aren’t. 

No, they 
aren’t. 

No, 1 don’t. 

i 

No, he 
doesn’t. 

No, she 
doesn’t. 

No, it doesn’t. 

No, they 
don’t. 
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UNIT 10 Questions and auniliaries 



All about us 


i ku. 

Wh- questions with 
mixed tenses 

1 

Any 

Tvpt: 

Personal trivia 

Top/t 

Opcn/persoual 

Irtfet action 

Groups of three or four 

T'ir.»- 

20-30 minutes 


Vocabulary 

Wtv words wi hot. ivho/ hnd. what f/ne. when, >.\h?r\ c. who, why, how. how,' fang, how often, how 
m jny, how much 

Comments 

This persons Ii7ed trivia pursuit can be used at any level Jor intensive practice with wh question 
formation, as the questions are totally generated by ihe students The wtv words can be combined 
with any vocabulary and verb forms they have learned. It is therefore also excellent for reviewing 
purposes. Finally, it helps learners to become better acquainted with one an oilier 

Language output 

A: Whot had of movies does (notne) hie? 

H: I le/she Wes westerns c> id thrillers 
A: Hew long hos (name) boon mowed? 

6 He/she hos boon mowed for five yeors. 


Material 

Set of slips {one per 
group) 


Procedures 

1 Gefore class, cut out one set of slips for even/ group 

2 Go over quesiion formation and model ihe langudge several limes with ihe whole ebss 

3 PI aying the game: 


I Each group writes questions about the members of one othe; group, plus the answers, m the 
appropriate spaces on the slips. I hen, they iold ihe bottom of each slip so as to conceal the 
answers, and pass them around followup the diagram below: 


Preparing the questions Passing the quest ior is around 



> Nov; players compete with one another within their groups. They take turns drawing o slip and 
reading the question on it Whoever knows the answer puts then hand up and answers The 
answer is checked against the one written at the bottom of the slip. H n is correct ihe 
iespondent gets the slip: if not. someone dse may try. In case no one knows, ihe player who 
leads cut (he question discloses the answer and sets the slip aside. 

| When all the questions have been asked, players count their slips Whoever has the largest 
number of slips wins the game. 


Variation 

If your students arc not very well acquainted with one another, set another context, eg famous people, 
world knowledge, etc 


All about us 


10.3 
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10.4 


Auxiliaries: too, cither, 
so. neither 

Elementary to 
intermedia te 

Sharing 

Opcn/pcrsonal 

Groups oJ two to four 

10- IS minutes 

Set of cards (one per 
group] 


UNIT 10 Questions and auxiliaries 

Unique me 

Vocabulary 

Auxiliaries. he, do, con 

Comments 

Expressing agreement and disagreement is an important function in commonicaiion, but by no means 
easy in English as it invokes good comrol of 3 complex auxiliary system, plus contrasting elements 
such as foo, either, so, neither. This student-centred activity h 2 S been designed to provide praciice 
wuh these points while giving learners plenty of room to laik about themselves. 

Language output 

A. f just love Michoel Jockson. 

6: t do too. / So do }. / life# / don't. 

A : i redly can 't sing at off. 

B I con't either. / Neither con / / Welt, t con 

Procedures 

1 Before class, cut out one sel of cards tor eveiy group 

2 On l lie board, write dr*vn a few statements Similar 10 those on (he cards. El«ol possible endings 
from half of the doss. From ihe oiher half, clicn agreement and disagreement, drawing then 
attention to ihe correct use of Ihe target language 

3 Playing the game 

fe Players shuffle ihe cards and deal them oui evenly. 

I Whoever gets the caid / just /ov<? begins ihe game l«y completing ihe sentence with some 

content about him ot herself ihai he or she bd«cvcs no one else will be able to echo will i 
ftx?/$o or either/neither 

> All the other players ihen respond with agreement or disagreement. If no roty'so tx either/ 
anther responses are produced, then the first player wins rhe card for his or her 'uniqueness', 
by laying it next lo him or herself. Otherwise, the card goes (o ihe centre ot the table, 
fr Players lake lurns proceeding in this way. Note (hat the group may challenge anyone's 
statement if they think it is untrue. You wiH want ihis to happen as it genera les conversation, 
fr The game ends when alt ihe cards have been used, whocvei has the largest number of cards 
laid next to him or herself wins the game. 

Note on language output 

You may warn to leave out inversion with so/i neither when working with elementary learne/s 

Variation 

For intermediate or more advanced groups, use Unique me // li has been designed io provide practice 
with a wider range of auxiliaries, inversion with so/ntirher, and possessives, e.g. A: My mother r$ scored 
o Isnokes. 8: So is mine, as v/e have ofier. observed learners snuggling vvtth this kind of construction 


84 


10.4 


Unique me 




10.4 


Unique me II 






UNIT II Articles 

Come one, come all 


I-dUguayc focus 

a/an v. some 

Luvel 

Beginner or elementary 

Board game 

Food 


Vocabulary 

Not ms: pitZO, brood, coffee/tta, cheese, SCuSOge toll, grope S. ice-cream, apple, strawberries, 
lemonade, croissant. biscuits, coke, hot-dog, woe, hamburger. p:e, beef, soup 
Partitives (optional): op/ecv af, o slice of, a glass of. o cap of 

Comments 

vour beginner or elementary student will certainly enjoy this contextualized board game where they 
will be able to practise the use of o/on v. some with countable and uncountable nouns. It is interactive 
throughout and the luck (actor will play down on rampetition, thus encouraging weaker learners In 
[sarticipatc without fear. 


Groups of two to six 


Pi>-20 minutes 


Language output 

A • u-ix.-W you Me o hot-dog / some wine / some stwt>cmcs? 
b: please. /No. thanks 


Board and dice (one per 
group), worksheet and 
counters (one per student) 


Procedures 

X before class: We have provided you with two identical copies of the same worksheet on a single 
page 10 save you photocopies. So, get only half as many photocopies of the page as you have 
students in the dass and cm f be page in half as indicated. 

2 In dess, hand out one half of the worksheet to each student, and elicit ihe articles /parti lives ior the 
nouns given. Alternatively, pan off students, let (hem put in the artides/partitives and check wvh 
the whole class 

3 On lhe board, write the skeleton for the dialogue tr. Language output above. Model the 
language a couple of times. 

4 Set rhe context by telling your class: You ore going to on c nd-of-term port/ Before gang, decide 
whot you wont to how there. Tick the fil'd items thot you want. 

5 Have students individually select the five different things they- would like to have at the party 

6 Playing the game 

► Players place their counters at START 

► The first player casts the dice and moves his or her rounief accordingly. The person to h>s or 
her fight then offers him or her the item in the squaie where rhe counter has landed. If the 
item is among those previously selected by the player, he or she accepts it and ticks it off his or 
her list, if not. he or she simply declines. 

| Players lake turns proceeding in this way unlil everyone has moved round the board once. 
Then, players count the items they have each in ked off their lisis The player who had the 
largest ('lumber of items he or she wanted wins the game 


Variation 

Replace the pinures on the board with others depicting the most popular foods and beverages served 
at parties in your country. 

Note on material 

I; students are pHymg in groups of two or three give them coins instead of dioe, and have them select 
eight items instead of five By moving one square (heads) or two squares (tails) and working wi’h a 
larger number of item*, they will get mom practice 


8? 


0Y\ 


11.1 


Come one, come all 
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UNIT 12 There and it 


12.1 


There be in present 
simple 

Elementary 

ivpr 

Information poo) 

Hotels 

imt'i iciic n 

Pairs 

10- IS minutes 

Mate* li*-: 

Worksheets A and B 
[one per student) 


Pack 'n' go 

Vocabulary 

Places' si'pe/mofkct, souvenir shop, restaurant. hamburger bar, one ft*}, disco, theatre, pubk pod, 
tennis c ouri, noAsstond, on gallery, museum, bar, gift shop, clothes shop, public Hbrory, bonk, 
bookshop, fitness centre, hairdresser 's, convenience store, bus stop, tox> stand, underground station, 
fauadrette, photo shop, amusement pod, ice cream shop, post office, cashpoint 

Comments 

This game offer? learners con textual irerl and intensive practice with yes/no questions and shod 
answers involving ihe use of there is/ore V»/hal is so appealing about ihis activity is that il is rhe 
lea roe is who decide what will go on the worksheet, whai questions to ask, and when they have 
ohiamcd enough information to accomplish their task 

Language output 

A ■ Is there u supermarket ne*jc chc hotel? 

B Yes : then: i$/Ne (here isn't (but there is a very good comen/ence srore /us? across from the 
hotd). 

A: Are there any restaurants near the hoteP 
8: Yes, there ere /No. there ore n <r. 

Procedures 

1 Bel ore class, photocopy the worksheet and cut the copies m half as indicated. 

2 Co over the use of there is/ ore by asking the class about places near your school. Model the 
language sevaal times 

3 Hard out worksheet A to half of the class, and worksheet B to ihe other hall Pair off students A 
and B. 

4 Set the srtuation by telling your class. Students A, you ere hotel owners in your town Students 8, 
yon ore travelling to As town. 

5 Going the activity 

I Individually, students A write their names on the hotel roof, and cecide whai kind o; paces 
there arc around their hotel by selecting eight items from the list and plotting them on the map 
Items may be repealed, e g. two hotels, three restaurants, etc 
I Individually, students B decide svhy they are travelling and who with (clarify vocabulary tor ihc<c 
two parts of ihe worksheet if necessary). Having such speulic encumstantes in mind, they 
decide whai will be important for ihem to have near the hotel by checking eight of the items 
libied on (heir wcnksheel. 

I Siudents work in pairs, asking for and giving information according to the decisions they made 
in the previous sicps. 

I if student b thinks student A's hotel »s not suiiable. he or she should talk io other hotel owners 
until an appropriate one is found. 


A HOTEL OWNER ! B TRAVELLER 


12.1 
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UNIT 12 There and it 


12.2 

Rain or shine 

• > t . 

Vocabulary 

It as subject 

I.fiveJ 

Intermediate 

Weather conditions: co/d, hat, windy, cloudy, foggy, rotmng, snowing, freezing, sunny 

Adjectives: difhc/tt, easy, hord, impossible, dangerous, safe, expensive, cheep, interesting, exciting, 
sensible, silly , imporioni, nice , stupid, crazy 

type 

Comments 

Tic-taoton 

Topic 

Woather conditions 

interaction 

Teams of two or three 

This game provides practice with the dummy subject u for verbs and adjectives related lo the weather, 
as well as adjectives that may take an infinitive clause as a complement. These structures often pose 
difficulties for learners whose native language allows for zero subjects The game focuses on form and 
accuracy, but also requires creativity', strategy and cooperation within teams 

Language output 

Time 

10-15 minutes 

l/Wft?,? it's foggy, it's dangerous to drive on the motorway 
ti's silly to spend the doy indoors when rt is sonny outside. 

Material 

Procedures 

Grid and set of cards (one 
for every two teams) 

I Before class, separate one grid (top h*lf) tor every two teams “tien, cut out the adjective cards 
(bottom hal<) and put them insrds a bag 01 envelope, one sec foi every two teams 


2 In class, take one verb 0 / adjective from the grid and one adjective from the cards Write them on 
the board with an example ol your own, a:> shown in Language output Elicit a few more 
examples fiom (he class, drawing thsir Client ion to ihe targei structures 


3 Divide ihe doss into teams, pair off teams, a vd hand out the matenol. 

4 Playing the game. 

I Objective of the game to form 0 vertical, honzontal ur diagonal row of coned answers on the 
grid (tic-tec-toe). 

I Teams appoim one player to lime ;he responses and keep the score. 

| Team A picks a card from the bag or envelope, and chooses one slot in the grid. Before then 
'ime is up (let's say. one ci two minuter), they must produce a sentence using the word in the 
slot and the adjective on the card, as shown in Language output 

I if their sentence is accepted by everyone in terms of meaning and form, they <^rk the chosen 
slot as their own. 

| Teams take turns proceeding in this way until one of them docs tictac-toe, in which case they 
score one point, or until all slots have been taken without eiiher of ihem doing nc-tac toe. 

I have them play the gams several tirnss. When you think they have had enough p/aciice, have 
them add up their points The team w/lh the highest score wins the game. 

Note on material 

As students will be paying the game several nrnes, they may either use diflerent symbols to mark 

their slots in each round, or copy ths grid, winch is easy and quick to do. 



12.2 


Rain or shine 



Cards Y 

r — - •V- 


difficult 

easy 

hard 

impossible 

dangerous 

Safe 

expensive 

cheap 

interesting 

exciting 

Sensible 

Silly 

important 

nice 

Stupid 

crazy 
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UNIT 13 Verb iorms 


13.1 


To v. -mg 

Intermediate 
Tvyc 
Grid game 

Open 

IliUUildu 

Groups Of three Or four 

IS -20 minutes 

**T it* ; 

Grid (one per group), 
coloured pencils (one per 
student) 


Verb trap 

Vocabulary 

Verb + gerund. eryny, prort/se, miss. SforT, love, cen'l stand, cm number, regret, can't help, admit (to), 
postpone, try, ovotd, stop. keep, imctgme, mind, consider, hote 

Vierb infir.mve decide, monogs, start, promise, threaten, fovc. attempt, lemcmbrr, try, tend, seem, 
stop, (earn, forget, re Arse, bote 

Comments 

This fun and challenging game focuses on ihe accurate use of veib + geuind o; infinitive, important 
patterns that learners musi attend to. However, vanning ihe game is also a result of straicgy and 
cunning In addmon learners take full responsibility for peer correction 

Language output 

Mease stop mok <ng all thoi noise 
! stopped to how o snocl on my i may to class. 

Procedures 

1 Take some of the verbs followed by the gerund and others by the infinitive from the gird Ask your 
class to make semences with ihern. requiring thai they be followed by another verb Draw their 
attention to r he use of gerunds and infinitives. Dorii loigei lo go over those verbs that may lake 
eiiher a gemnd or an mhmtivc as a complement, but with a difference in meaning. 

2 Divide ihe class niio groups and hand om the material Players m each group should use different 
colouied pencils. 

3 Flaying ths game: 

> Gbiecirve r:f the game- to occupy as many hexagons as possible white, al the same lime, trying 
to prevent the advance erf opponent. 

| To start the game, each playei chooses one hexagon and makes a sente* ice wilh ihe verb in it 
if the sentence is |udgcd rorrcci by the rest of the group, the player may claim ihe hexagon as 
his or her own by marking it v;rth the colouied pencil Note: To mainiam a reasonable pace, set 
a time limn for ihe playeis to come up with (lieu sentences 
| from then on, a player's target hexagon must be contiguous with any hexagon already 

orrupied by him oi hei Note: Because of this rule, playeis may use the following siraiegy: they 
may move mio the hexagons that are contiguous wiih then opponents' thus isolating them and 
preventing them from occupying new liexagons 

I ihe game proceeds until all the hexagons have been taken. Each player counts the hexagons 
he or she occupies Whoever has ihe largest number wins the game. 

Note on class s*ue 

Even if youi class is small, do not let students play in pairs This will cancel cui the strategic facior, 
resulting in a very dull game 1 


enjoy > / start Y^j^fcan't standy (^postpone HT stop y jr imagine 


13.1 
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UNIT 14 Prepositions 

14.1 The preposition contest 


c 

Language focus 

3 

Vocabulary 


Prepositions of place 
and time 


Adverbials of place and time: at work, home, midday, 8 o'clock, school, night, the City Bank, Harrods, the 
beach; on December 25th, Sunday, holiday, the wall, my birthday, 5th Avenue, the beach, the second 

c 

Level 

3 

floor, the radio; in my apartment, dass, Book 1 , New York, July, the morning, the summer, this 


Beginner 


neighbourhood 


Type 


Comments 


Tic-tac-toe 


This game gives beginners an opportunity to practise or review prepositions of place and time. Here, 


Topic 

3 

luck plays down the knowledge factor, which motivates weaker learners to participate without fear. The 


Open 


game also encourages cooperation within teams and peer correction across teams. 

c 

Interaction 

3 

Language output 


Teams of two to four 


My parents are at home now. 

c 

Time 

3 

My birthday is on May 5th. 

S~- 

IS minutes 


Procedures 


Material 


1 Before class, separate one grid (top half) for every two teams. Then, cut out the cards (bottom 
half) and put them into bags or envelopes, again one set for every two teams. 

2 in class, review the use of prepositions to form adverbials of time and place, as well as some fixed 


Grid and set of cards 
(one per group) 



expressions. 

3 Divide the class into teams, pair off teams, and hand out the material. 

4 Playing the game: 

I Objective of the game: to make grammatically correct sentences in order to form a vertical, 
horizontal or diagonal row of X's or O's (tic-tac-toe). 

I Team A (X) picks a card from the bag or envelope, on which they will find a phrase. Next, they 
choose a slot in the grid containing the preposition that they think will form a correct adverbial 
with the phrase on the card. They then make a sentence with the adverbial. 

I If the sentence is judged correct by everyone, team A marks the slot with an X; otherwise, they 
do not score. 

I Team B (0) proceeds in the same way. 

) The two teams take turns drawing the cards and making sentences. The game will end either 
when one of the teams does tic-tac-toe, or when all the slots have been taken but neither team 
has done tic-tac-toe, in which case it is a draw. Note: In case a team picks a card for which all 
the correct prepositions (slots) have been taken, they put it back inside the bag or envelope 
and draw another one. 

I They may play this game several times. In that case, each team scores one point every time 
they do tic-tac-toe. When the activity is over, they count their points, and the team with the 
highest score wins. 

Variation 

When making your own version, you may want to leave one slot blank for words like last, next, 

downtown, here, there, etc, which take no preposition. 

Note on material 

As students will probably be playing several times, either have them mark their slots with different 

symbols every time they play, or have them copy the grid. 
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The preposition contest 



CARDS 


-»■§ 


work 

home 

midday 

8 o'clock 

school 

December 25th 

Sunday 

holiday 

the wall 

my birthday 

my apartment 

class 

Book 1 

— 

New York 

July 

the morning 

the summer 

this neighbourhood 

night 

the City Bank 

Harrods 

V 

5th Avenue 

k 

the beach 

the second floor 

the radio 


i 
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Adjective + preposition 


Intermediate 


Shoring 


Personality and feelings 


Pairs 


16-30 minutes 


Worksheet (one per 
student | 


UNIT 14 Prepositions 

You and I 

Vocabulary 

Adjectives + piepositions: scored of, good ct, proud of . interested m. fed up w ith, annuyed about, 
/echos of. responsible for, different from, hopeless at, used ro, tired of 

Comments 

This game makes learners auend in anti practise adjeciive + preposition combinations. as well as the 
position of prepositions in quesitons and relaiive da uses, a point that most learners find it difficult to 
grasp. Because it invites participants to hnd out more about their classmates and talk about 
themselves, it is also excellent for class bonding. 

Language output 

A Whet is something you ere reofly scored of 7 
B: /'m jeolfy scored of spiders whet o hoot you 7 
A t'm scored of snekes 

0. Why? Hbve you ever been bitten by a snake 7 / How do von reca when you see one 7 

Procedures 

1 Write the adjectives frem the worksheet on the board and dial live prepositions ihey go with and 
the kinds of complements the prepositions may lake, i.e nouns and gerunds. After (hat. modef ihe 
language in Language output by formuloimg some questions, eliciting responses and engaging 
in conversation Draw students' attention to the position ol the preposilions. 

2 Hand out the worksheets 

3 Doing the activity: 

I Hrtve students fill out ihe worksheets individually wiih information about themselves. 

I Either pair off students, especially the ones you think are not yet very well acquainted with one 
another, or let them choose their partners. 

| Participants choose Six to eight of the cueslions on the worksheet lo ask ihcir partners and 
develop a conversation 

Variation 

I If you want to turn this drnvtty into a game, have students ask and ansv/ci all of the 1 2 questions and 
check the balloons where they have something in common wiih their partners, then, with the whole 
dess, find oui which pair has the largest number of things in common. Note: This variation will, 
however, turn a fluency building artiviry into a race, as students will be focusing on finding out what 
they have in common vwth thei/ partners rather than becoming beuer acquainted with one another 
I To challenge siudems a bn further, leave out the prepositions m the balloons and have students 
supply them rn the preparation phase. This has the added plus of focusing on the position of 
propositions 

I You may also have ther n report if i ei r f i ndmgs with Seth c nd f / Neither t nor ■' Both of us 

. /Neither of us ..etc 

Note an time 

This activity may take any (lung from 15 lu 30 minutes, depending on your students* level of interest 
and how much they engage in convolution to know one anoihei better. 


You and 1 


14.2 
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UNIT 14 Prepositions 


14.3 


Verb + preposition 

Low* 1 , 

Upp er-inlc r mediate 

Type 

Chinese checkers 

•o\vr 

Open 

Groups of two or three 

TlwJf 

20 minutes 

hr1«'ltitt ».I; 

Board and set of cards 
(one per group L counters 
(one per student) 


Preposition checkers 

Vocabulary 

Verbs and pm positions’ shoo/, store, smile, am. throw AT; break, crash, drive, hump, turn ihiO: 
discuss, enter, like, motch. (Awe (c = NO PREPOSITION): believe, specioitze, succeed, trust, m ter fere 
IN, collide, cope, provide, supply, disagree WITH, dream, die, approve, accuse, remind OF, complain, 
explain, describe, apologize, give, object, submit, reply, respond, contribute TO, hear, sutler, botrow, 
protect, prevent, recover, retire, release, rescue, resign FROM, insist, count, depend, bet. spend, 
congrctuk'te, comment, concentrate, refy, /eon ON; critioze, Nome. vo/e, usk, apply, prepore, chorge, 
hope, beg, search i OP 

Note: Some oi the verbs above may take other prepositions. 

Comments 

This game urges learners lo attend lo and practise verb + preposition combinations H focuses on 
form, with learners ;ri charge of peer correction. Strategy and luck are the two other dements thet 
come into play m determining the winner 

Language output 

/ don't like it when someone shouts ot me. 

My unde crashed mto the fiont gate because he is a very bed driver. 

My brother rs applying for severe/ /o6s at the some time. 

Procedures 

1 Before ciass, cut out tV.e cards end put them mto bags or ei K-elopes, oi ie set f:a each group. 

2 “lake sonie of ihc verbs from ihe cards and write them on the board Elicit the preposmons they go 

with and some meaningful sentences containing the verba preposition combinations 

3 Dwidc- the class mto groups and hand out ihe material. 

4 Playing the game 

I Players pface their counters ai l . 2 cr 3 on the boaid. 

I Objective of the game To move the counters across the board mio the square with ihe 
cci responding number Moves can be made into triangles shann^ a side or vertex with the 
triangle where one's counler is or by jumping over an opponent’s counter. 

I Players take turns picking a card from the bag or envelope. H the verb on n goes with (he 
preposihon in any one of the possible target mangles (see above), the player makes a 
sentence with the verb-rprepeswon combination, H the sentence is accepted as correct by ihe 
group, the player advances ihe counter into the larger triangle. H. on the other hand, ihe 
sentence is judged incorrect by the group, the player remains in place. In neither case will the 
card go hack mto the bag or envelope. 

I In case there is no match, the player may put the card back into (he beg or envelope end pick 
one more if there is again no match or the player produces an mcorreci answer, he or she will 
pul the card back and remain in place 

I The first player to bring his or her counter into ihc home position across the board wins ihe game 


Preposition checkers 
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14.3 


Preposition checkers 


CARDS 


shout 

stare 

smile 

aim 

throw 

break 

crash 

drive 

bump 

turn 

discuss 

enter 

like 

match 

dare 

believe 

specialize 

succeed 

trust 

interfere 

collide 

cope 

provide 

supply 

disagree 

insist 

count 

depend 

bet 

spend 

complain 

explain 

describe 

apologize 

give 


x 
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Preposition checkers 


CARDS 


object 

submit 

reply 

1 

1 

1 

1 

1 

respond j contribute 

9 

f 

1 

1 

1 

» 

hear 

suffer 

borrow 

ft 

protect i 

prevent 

recover 

retire 

release 

rescue 

resign 

dream 

die 

approve 

accuse 

i 

i 

i 

i 

remind 

f 

congratulate 

comment 

concentrate 

rely 

1 

1 

lean 

1 

1 

1 

criticize 

blame 

vote 

ask 

apply 

prepare 

charge 

hope 

beg 

search 
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15.1 

UNIT 15 Comparisons 

How do they compare? 

Comparative forms 
of adjectives 

Vocabulary 

Adjectives: prompted by dominoes 

Nouns (notching) TV, fpootse, rabbit. (going to the) theatre, (going to the) cinema, hourglass, 

Intermediate 

ofnmi dock, cot, Hon, ( shorGtcH) woman, condle. light by lb, (glass oO ^ (mug of) beer, shopping 
bog/going shopping, suitcasc/tro^ellmg, credit cords, cheque, (thin) woman, (int) men, fishing, 
gardening, elephont, mouse, computer, calculator, hombuiger, apple, (playing) cords, (pbytng) 
chess. f 7 . Titonic. sun/sunny day. sdornnon/sna w/wmlet, aeroplane, bolloon. dram, violin, fcnthei. 

Dominoes 

cncixy, man, women, rugby, football, block of /lots, house, bowling, tennis, f reading o) book 

Open 

Comments 

Vn this game, learners a»e given an opportunity lo pr anise ‘.he comparative loims of adjectives and to 
review or expand vocabulary as well The game taps mio their creativity as it icqwrcs them io hid 

Groups of three to five 

origiral companst-ms to win the game. Peer correction ar.rl group discussim arc also encouraged here. 

20 minutes 

Language output 

A tortoise >s slower then a rnbbrt 

Set of dominoes 
(one per yroup) 

Gardening is more unrig than fishing 

Cheques ere not as convenient os credit cords. 

Procedures 

1 Bel ere class, cul oat the dominoes along the dotted lines as indicated ore sei for each group 

2 Review t^.e comparative forms of adjectives by writing the names cf sever*. items on the board 
end eliciting comparisons from your class include sonic examples with gerunds a* subiecfc. eg 
Wofcfcirx? TV 15 more refoning than reading o book. r.$ students may went ;o usu this kind of 
consTuciiort during the game. 

3 Divide the class mto groups and hand out the material 

4 Tidying ihe game 

) Players shuffle the dominoes and deal :hem uui as follows 

5 players. 3 dominoes each A pldyeis, 4 dcmmccs each 

3 players. 5 dominoes each. 2 players, 7 dornroes each 

ihe remaining dermnoes are piled (ace down in the centre, except one. which is iurned Idee up 
to begin ihe g=m\e with 

) In turns, players may discard their dominoes by placing them next lo one of the two ends cf 
the domino on the table, provided that tltey can either find a pfausible comparison for the 
adjaceni items depicted cn the demino, or express ihe comparison in a correct sentence It «s 
the group who decides whether a given sentence is acceptable or nor. 

1 The game proceeds as m ordinary dominoes. The first playei to discard all of )is or hei 
dominoes wins the game 

Variations 

) Change the pictures on the dominoes to suit your learners' proficiency level 

1 With more advanced learners, you may wish to encourage the use of intensifies, e g. A tortoise is 
c hi s tower than o rabbit, Gardening is far more tiring than fishing. 
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UNIT 15 Comparisons 

15.2 Three of a kind 


Comparative forms 
ot quantifiers 

u*vel 

Pre-intermediate 

Tyxw 

Rummy 

Tapir 

Common nouns 

Groups of three to six 

10-15 minute* 


Set of cards 
[one per group) 


Vocabulary 

Countable nouns pcxpp'e, look, uotne/i. Scissors, glasses, mice 
Uncountable nouns: p*e. money, himlu/e. luggage, mail, .voter 

Comments 

This game is an adaptation ol Rummy designee to provide practice with the comparative forms of 
quantifiers more, /ess, levies, os muck os and os many os. The pictures on the ca ids cover countable 
and uncountable nouns so as io help learners decide which quantiser forms to use. 

Language output 

There is more / /ess / os much furniture >n ths picture tbun/us in that one 
There aie more/ fewer os many people tn ibis picture thon/cs >n that one. 

Procedures 

1 Before class, cm out ihe caros, one set lor each group 

2 (Jr, mg visndi 4 aids. eftai comparisons such as those shown m Language output, and model ihc 
language several limes, making sum your learners understand how ihe countable/ uncouriVrble 
lea'ures of nouns determine the choice of quantifier form. 

3 Divide the class into gioups and hand out the material. 

4 Playing the game- 

I May^s shuffle the cards ano deal them uni as follows for three to fom players, four cards 
each; and 'or iive iu six playeis, three caids each. The remaining cards are placed face down m 
Ihe centre cf ihe ‘able 

I The firsi player prks a card Iron) ihe table and lues to form sets of two or ihree ol a kind He or 
die then lays them on the tchle ano makes one or more sentences comparing ihe items on 
them in terms ot quantity, depending on how many cards he or she wishes to fay down 
I T he next player picks a card 'rom the pile. He oi site may form new sets or complete whale vci 
seis have already been laic on the lable by oihcr players, provided he or she produces 
sentences comparing the iicrr.s on them. Note: If two caios depicting difrerent quantities are 
laid down lirsi, the playei adding the third c«rd tt> complete the set may either compare n 
unequally with one of the cards, or equally with the olher. 

) 1 he fust player to gel ikJ ot all of his or her cards wins ihe game 
Note on game rules 

You will note that there rs no rule preventing players from discarding cards when ihey produce 
incorrect sentences You may eilbei lemind your students to do peer con eel ion or make such a rule 
as a condition for discaidmg cards and, therefore, winning the game. 



Three of a kind 


1S.2 



From Carnes for Grammar Practice © Cambridge University Press 2001 


PHOTOCOPIABLE 


107 




108 


From Carnes for Grammar Practice © Cambridge University Press 2001 


PHOTO COP! ABLE 




UNIT 16 Posscssives 


Uiw*i 10 

[ 16.1 Family album 


•r.qtixr '.i'll. 

Vocabulary 

Subject pronouns and 
possessive adjectives 

Subject pronouns, f. you. he, she, ft, we, they 

Possessive adjectives: my, your, Ins, her, cur. their 

Nouns related to family, school satye&s, s pods. entertainment 

Beginner 

Adjectives. Oig. famous, busy, smell, ntce, cemforlobie, fantastic, favpunte, pretty, inielhgent. good, spend 
Verbs, he, how, i vurk, do. picy, five, come, wsrf, fate. go. like, go out 

Maze 

Adverb irds very herd, on fbe phone, ahvoys. once o month, fust across the street, together. every 
Saturday . usually 

family 

Comments 

Groups cf three or four 

This contextualised maze provides formers wvlfi an interesting and inn way to cortfrasi and practise 
subject pronouns and possessive* adjectives, in adoition, it is neb m input in the form of statements 
questions and vocabulary. lut k anti strategy combine with language accuracy to deicrmme the winner 

15 minutes 

Language output 

Board and set of cards 
(one por group), counters 
(one per student) 

My parents are vrry busy people Ihey work very hard. 

My brothers ere rny best rrtendr, The>r names cre Ccd ond CM 

Procedures 


1 Before class, eul out the cards and place them mside a oag or e live lope, one se- per gfoup. 

2 Divide the class into groups and hand out the matenav 

3 Model the language and demonstrate the basic principle uf 'he game by drawing e card 'rom nn.c 
of ihe bags or envelopes, and asking the class where it could pp. Repeat this a couple of times to 
make sure they can use the language correctly ano have understood the principle of the game 

4 Playing the geme: 

I Objective of II .e game: is. be the firsi u move from the lop of the mare to the botiom. 

I The first player draws a caic‘ One of the following situations will then occur 

a the player fills one of the slots m *.he four top squares coi redly with :he item on the caro. m 
which case he or she may enter the maze by moving a counter into the targe? square, 
b the player knows that the item or ihe card does rv.»l in into any <?■ the top sk>*s ip winch 
case he or she may put k back into the bag or envelope and give it just one irme try; 
c the player attempts tc hl> one of the slots, but produces a wrong sentence, in winch case he 
or she puts the card back and remains in place 
I Players lake turns proceeding m tins way After Ihey have entered the maze. ihey may only 
move m’o those squares that arc connected by a passageway to the square where their 
counter stands, and piovdmg ihat the target square is not occupied by anyone else 
I i he first player to come out of :he maze wins the game 


Variation 

You may follow ilie same pr9ce<Ji res to practise olhci contrasts such as posses swe atlpfufi and 
possessive ororiouns. or any othe* grmv\niar point*;. All you need is a p.cw %ei of srnter.us and raid. 
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name 

is Chuck. I am 
a student at 
Orange High. 


Are a 

student too? 


have a 

big family, two 
brothers and one 
sister, a dog and 
my cat Bernard. 



This is my father, 
is a 

police officer. 


My parents are 
very busy people. 

work 

very hard. 


Do you have a 
brother? What’s 
name? 


Does your mother 
work hard? 
What does 
do? 


This is my sister. 

name 

is Janet 


My brothers are 
my best friends. 

names 

are Carl and Cliff. 


My sister is always 
on the phone with 
boyfriend. 


My brother Cliff 
plays in the school 
football team. 

is the 

goalkeeper. 

We live in 
Orange Garden. 

is 

a small town 
but very nice. 


house is 

very nice and 
comfortable. We 
have a garden with 
beautiful flowers. 


Do you and 

family 

live in a house or an 
apartment? 


My grandparents 
don't live in Orange 
Garden, but 

come to 

visit once a month. 


My grandmother is 
a fantastic cook. 

chocolate 

cake is famous. 


My family and I 
love the sea. 

often 

go to the beach. 


These are David and 
Tim, my neighbours. 

live just 

across the street. 


School is OK. 

favourite 

subject is Maths. And 
l like Biology too. 


David and I play 
tennis together at 

the club. is 

a very good player. 


This one is my 
English teacher. 

name is 

David Palmer. 


My friends and ) go 
out every Saturday. 

usually 

go to parties or to 
a disco. 


I have a girlfriend, 
Alice. is 

very intelligent and 
pretty too. 


Today is a special 
day for me. 

is my 

birthday. 


no 
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Family album 




MY 

YOU 

1 

HE 

THEY 

SHE 

THEIR 

HE 

HIS 

HER 

HER 

IT 

OUR 

YOUR 

THEY 

HER 

WE 

MY 

HIS 

HER 

THEY 

HE 

WE 

IT 
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P 1 " -■■■ UNIT 16 Posses sives 

16.2 What a mess! 


-’s for genitive case 

Elementary 

Jnfotmation pool 

Personal belongings 

Pairs 


10 minutes 

Worksheets A and B 
(one F er student) 


Vocabulary 

Nouns (boscbclf) IxiB, crayons, tram, backpack, sweo/e/. skates, sunglasses, cefopbac, gloves, car 

Comments 

Tins cont&tualizcd and task oriented mlormetion gap activity is meant for practising r ns an adjective 
and pronoun, plus q.icsiions with whose. Tire worksheet corner with illustrations so the: learners may 
point ci the objtw is while formulating questions about who they belong to. This, wc nave found, helps 
learners n> locus on ihe meaning ol then questions 

Language output 

A: lAKose backpack c, {fits? 

6 Thai Aker's (bcckpacb) 

A • And v/h ich group :s Alice m 7 
& She i m Undo's (group) 

Procedures 

1 Before class, cut the wor kslx cts m hall as indicated Reserve she (op licit (worksheet A) tor hall of 
*.he class, and the bottom hall (worksheet B) lor ihe othei half ol the class 

2 Using ihe wriks heels, eliot and mode'- the language m ( an guage output As you go aiung. build 
the s*e»eiun on *’ne hoard, because the taigei questions may still l>e diftiruli for e*eine hary 
leameis io handle all by themselves Make sue they ccn understand and use the s both as an 
ad-ect-vc and as r pronoun. 

3 Pr ir oh jludenis wiih worksheets A and B 

4 Set Hie content <vul (ask by tell mg your class. Vqu are teaching assistants m a children's school 
tv eel who me ofyccfc belong ro Gnd which group cock, chtfd >s m Put ihe objects -Mo (he sight 
oottfs by witting the i hildren's names below the bcu.es 

5 Doing the activity: 

I Students ask and answer :he questions ir. Language output to pool the information they 
need to accomplish their las* As they obtain the information needed, they write down the 
children's names nexi to ihe objects ihey Own and below the appropriate boxes 
I lr.geihei, students compare their decisions, that is. where they wrote the children's names 
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16.2 


Student 

Group 

Ben 

Meggie 

Eugene 

Olivia 

Greg 

Olivia 

Ivana 

Meg 

Kevin 

Nancy 
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Answers 


Possible answers: 

page 59 


people 

birds 

SVlfc. 

a kangaroo 

a flea 

>ump 

a monkey 

a squirrel 

climb trees. 

a penguin 

a dnek 

swim. 

Both a cat and an owl can 

see in the dark 

a chid 

a panel 

speak / imitate voices. 

an aeroplane 

Supermao 

fly 

agon 

a knife 

kill 

a turtle 

a tree 

live very long. 

a Porsche 

a cheetah 

run/go very last 

Possible answers: 

page 70 



forks and coins 
Tennis and squash 
CoHee and cnrton 
Polar bears and penguins 
Shoes and socks 

Present and greeting cards are 

A bolile opener and a corkscrew 

Pair 'its and brushes 

Class and cement 

A shower cap and a credit cart! 

Newspapers and magazines 
Stamps and buletters 


made of metal, 
played with a racket, 
grown in tropical regions, 
found in the Poles, 
worn on our foot 
given at Christmas 
used to open bottles 
used tor paining 
maoe from sand, 
macs? ol plastK 

fonnd/bonght/soid ai the newsstand, 
foijnd/bowght/snlrt at the post office 



